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Dr. Mario and Tetris are together 
on one brain-frying cartridge. 


OK class, the answer is: 


That 18 correct. ALl that pill-dropping, 
block-busting iigetlaeme@a is now on 16-bit 


for the first time. ALL you need 
is a Super NES (and a brain, but 


hey, you've gotta supply that). 


Is that WitecRe a ameeem or what? 


SO you and your bud could go 


head-to-head on Tetris or Dr. Mario. Or you 


©1994 Nintendo of America Inc.’™and © 1987 Elorg. Tetris licensed to Bullet Proof Software and sublicensed to Nintendo.©1989 Bullet Proof Software. © 1989 Nintendo. All rights reserved. Original concept, design and program by Alexey Pazhitnov. 


play both in —iRRQxeM Few Like you could play Tetris 


he plays Dr. Mario. Or you could play Dr. Mario while 


el lees shal he plays Tetris. Or he 
My Ee ao 


could play Dr. Mario while 
you yell since 
bigs 42 aet Ly annevine. Anyway, to UA 
Sum it up: there are six new ways to play 


~ your two favorites—that's more than 


TENDO you can count on one hand 
SUPER NN Cunless you grew up next to 
a nuclear power plant). 
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RADICAL CHANGES 


Did you notice? We’ve made some changes. 

We started by cutting ProChallenge Board and replacing it 
with strategies. We cut Video IQ...replaced it with strategies. 
(There's a trend here.) We shortened some things and length- 
ened others to bring you more strategies, codes, and tricks for 
today’s hottest, hardest games. 

Some believe that it’s risky to mess with success, but the 
video game market is changing, and we think our magazine 
needs to change along with it. Games are becoming more 
complex, and the games developed for the advanced systems 
due out soon will surely offer more depth and sophistication. 

Two years ago we reinvented SWATPro, transforming tt 
into the definitive source for game-winning tips and strategies. 
Since then, SWATPro’s circulation has more than doubled; to 
us, that means we’re on the right track. 


Complete the survey on page 23, and 


you could win a next generation 
game system, like the Sega Saturn. 





This latest round of changes puts us in line with what you 
want. You’re a serious game player, and you come to SWATPro 
for advanced strategies. In the coming months we'll continue 
to refine the magazine, and we’d like your suggestions and 
feedback. On page 23 you'll find a survey. Please take three 
and a half minutes right now to fill it out and send it in. 

lf you do you might win a Sega Saturn, a Sony PlaySta- 
tion, or a Nintendo Ultra 64 when they come out in the U.S. (not 
that we’re bribing you). 

In truth, we need your help. This is your magazine, So we 
need you to tell us what you want. If it's maps you need, then 
it’s maps you'll get. If you want to see the whole game from 
beginning to end, we can do that, too. When you think about it, 
filling out the survey lets you win two ways: You’re entered into 
a great contest, and you get to custom-design your own mag- 
azine. Not bad for a minute’s work. 


Thank You! 


SWATPro’s ——— System 


le Game Qe) System 
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Challenge 


BEG, Beginner 
INT. intermediate 
ADV. Advanced 
EXP. Expert 

ADJ. Adjustable 


Graphics Judges 7 el artistic a of aie animation, aid background scen- 
ery. Sound: Critiques music and sound effects. Control: Rates how smoothly the control- 
pad commands and the game’s interface translate into the on-screen action and fun. 
FunFactor: Are you gonna have a good time? Challenge: The average skill level neces- 
sary to play the game. When you can pick skill levels, we label Challenge “Adjustable.” 
SWATPro’s Game Rating System: 5.0=Outstanding! 4.0=Great job! 3.0=Good job; 
2.0=Could be better; 1.0=Wake me up when it’s over. 
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NATIONAL HOCKEY NIGHT 
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GAME LENGT 


IOMIN. PERIOD | . 


My friend told me that ESPN National 
Hockey Night for the Genesis had extra 
teams and extra violence hidden in it. 
How do you get them? 


Glen Oswald, Albany, NY 


At the main menu, hit Left, Right, C, A, B, 
and B. If you’ve done the trick correctly, 
the crowd will roar. Now scroll through all 
the teams until you come to the extras - 
Team Sony, Team ESPN, the Republicans, 
and the Democrats. 

Hf you like extra teams, watch for the 
Sega CD version of this game. The pro- 
grammers tell us they'll have some teams 
with President Clinton and Rush Limbaugh. 
To get extra violence into the game, return 
to the main menu and hit C, Right, B, Right, 
C, and Right. Go into the Options menu, 
scroll down to the Difficulty, and select 
Brutal or You'll Be Sorry. (Remember to 
turn off Penalties so the game doesn’t stop 
every few seconds when the players exe- 
cute ultraviolent checks and slashes.) 





Mickey Mania on the Genesis is harder 
than | expected. Is there a way to Jump 
to later levels in the game? 


Tiffany Dehere, St. Louis, MO 


You bet. At the Options screen, select 
Sound Test, then choose these settings: 
Music - Continue, Sound FX - Appear, 
Speech — Think. Scroll down to Exit, hold 
the directional pad to the left for about six 
seconds, and you'll hear a quick sound 
effect. Exit several times, and the level- 
select screen will be the last screen you 
reach before the game starts. You can now 
begin the game at any level. 


Zero Tolerance: 
Shoot the Sniper 





There’s a sniper on the high-rise building 
that | can’t get past. How do | kill him’? 
Alan Williams, Miami, FL 
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This guy’s tough to dispose of with your 
normal weapons. Try the rocket launcher 
on him. With any other weapon, you have 
to hit the sniper three times to nail him, but 
with the rocket launcher, you only have to 
hit him once. If you still can’t get him, put 
on the bulletproof vest. Low-crawi until 
you reach the end of the brick wall. Lock in 
your vest at 100 percent and start running. 
You'll wear down your vest to almost zero 
percent, but you'll make it. 





Brutal: Katas Klout 


| have Brutal for the Sega CD. How do | 
get the moves called Katas? 


Brett Bouley, Kingston, MA 


We went straight to the game’s producer to 
get the answer. Rod Humble of Gametek 
writes: “The Katas in the game are inspired 
by the real-life martial arts moves of the 
same name. When a martial arts student is 
first learning, he’s taught a series of pre- 
programmed moves — Katas. He learns 
them so well that, in a combat situation, 
he’ll perform them instinctively without 
thinking about them. 

“in Brutal, you’re taught Katas as you 
progress past different levels toward 
Black Belt. The Brutal Katas are imple- 
mented faster than any human could do 
them: Rhei’s Lightning Fury strings 
together nearly 30 punches in under two 
seconds! Try that move against an oppo- 
nent in a corner.” 


| UREN Nis 


Are there any special tricks for Clay Fight- 
er — Tournament Edition for the SNES? 


Stu Long, Anchorage, AK 


Here’s a beaut. To play as miniature char- 
acters, enter any four-player tournament 
and log in these names: First character - 
POSSE (play as Bad Mr. Frosty). Second 
character - JASON A (play as Bad Mr. 
Frosty). Third character - STEVE C (play as 
Blob). Fourth character -— JOHN S (play as 





Taffy). Be careful to put a space between 
first names and initials. 

All your fighters will now be miniatur- 
ized, but they’l! still have most of their reg- 
ular moves, and they'll still throw big 
projectiles. Once the tournament is over, 
go into the normal Vs. mode, pick any of 
these three characters again, and they’ll be 
little as they fight against normal-size 
characters. 


ser BXoneys CLASSIC 


"Jungle Book 


LEVEL { 

MUSIC STEREO 

SOUND FX On 
— GHEAT 1 

CREDITS 









45) ¥ Oz 
| love The Jungle Book for the SNES, but 
it's too long for me to beat. Somebody 
told me about cheat tricks. What are they? 


Kelly Gallaghan, New Orleans, LA 


There are lots of cheats - some of them are 
helpful, some are simply curious. Access 
the cheats this way: At the red Virgin logo, 
hit Up, Up, Up, B, B, Y, Y, and Select. You'll 
hear a strange clicking sound. While still at 
the Virgin screen, hit Up, Down, Left, Right, 
B, Up, Y, Left, Select, and Down. 

That's a lot of button presses, and you 
have fewer than ten seconds to get ‘em in, 
so you may have to try the trick a few 
times. Go to the Option menu, and you'll 
see Cheat listed near the bottom. Enter 
Cheat 1 with Button A. When you start the 
game, Mowgli will “fly” through the levels. 
Well, float is more like it. Steer him using 
Button L. 





Ads for Secret of “ — that the 
game has “four-player excitement.” | can 
only find three players - who’s the fourth? 
Jason Trow, Brooklyn, NY 


That ad is incorrect - Secret of Mana is a 
three-player game. 


| can’t find some vital items in Super 
Metroid for the SNES. Where are the 
Grappling Beam and the X-Ray Scope? 


Dustin Wood, Peachland, Bntish Columbia 


The Beam is down past the Crocomire area. 
Defeat the Croc, go left and down all the 
way to the big lava pit. Run fast, and you 
can jump over the pit and find the Grap- 
pling Beam. As for the Scope, it’s in the 


\ 4 
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Brinstar area. From the large pink room 
where you get your charge, go right into 
the green hallway and continue all the way 
to the brown corridor. Drop down to the 
first yellow door on the left, Super Bomb 
your way in, and the Scope is all the way to 
the left in that room. 





Doom: Level Warp 





Is there any way to skip around in Doom 
for the Jaguar? 


Garry Riebe, Boise, ID 


Here’s how to access a level warp for 
Doom. Pause the game and press Buttons 
1-9 (for levels 1-9) or press Button C and 
1-9 (for levels 10-19). Press Start again to 
unpause, and the new level should load. 


; Y L 
binangmoneater tered 


PUSH START BUTTON 





| ae -" with legen of Zelda, | can’t 
find the Magic Wand in Level 6. 


Ryan Yocum, Alice, TX 


In Level 6, go left one screen, straight up 
five screens, right one screen, and up two 
screens. Defeat all the enemies in that 
room, then push on all the blocks to reveal 
a hidden staircase. It leads to the Wand. 








Contra: Hard Corps 
Hidden Game Ending 





é HEY YOU! LEANN MAKE 


ae IN THE BATTLE ARENA? 


Q20009 00998 








Midway through Level Three, you can 
access a secret area that leads to one 
possible game ending. When you reach 
the first gate, don’t blast it. Instead, climb 
the adjoining wall. At the top, you meet 


up with a man in a top hat. He asks if you 
want to make some extra money. You 
can say yes or no. If you answer no, 
climb down and continue your game. 
Answer yes, win the ensuing battle, and 
you'll see one of this game’s endings. 


J. Fisher, San Jose, CA 


Double Dragon 3: 
The Arcade Game 


Options Screen 





As the brick wall with the Egyptian writ- 
ing scrolls across the screen, simultane- 
ously press Buttons A, B, and C over 
and over again. You now have access to 
a special options screen. 


Bryan Hearn, Okmulgee, OK 


Urban Strike 


Passwords 
Campaign 2, Baja Oil Rigs: 
COINGW74N37V 
Campaign 4, Mexico: 
9GRVKNGB7 SN 
Campaign 5, San Francisco: 
NWR37 ZHLMTF 
Campaign 7, New York: 
L6TZHD3PFZ7 
Campaign 8, Las Vegas: 
GP4KLD3PFZV 


Zoran Miocinovic, Orlando, FL 


Splatterhouse 3 


Play the Last Level 

Use the password URUURU . If you 
entered it correctly, a voice will say 
“fifth floor.” 


Kyle Wilson, Mason, OH 
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Battletech 







Level Passwords 
Level 2: STJUNNN 
Level3: GRBCHU 
Level4: BBYLND 
Level5: BMBRMN 
I. Ryan, Aston, PA 


| SUPE) NES 


When you see the Fighter’s History logo, 
press R, R, Up, Up, Left, Right, and 
Start on your control pad to play as 
Clown or Karnov. 


Paul Chiar, Santa Clara, CA 


To see this game’s final credits, wait until 
the title screen appears, then press But- 
tons B, A, Down, B, Up, B, B, and A. 
Joe McDuffy, Madison, WI 





Finish the game and, during the credits 
screen, press Button B. After the origi- 
nal credits screen, you'll see strange 
credits like “Thanks to Bill Clinton” and 
“The Beatles.” 


Abraham Lau, Toronto, Ontario, Canada 


TOURNAHENT BATTLE 


i- ENTRY 


(Serre F 





To watch the computer beat itself while 
speeding things up, choose Tournament 
mode, then highlight the word “End.” 
Press Start. All matches are now com- 
puter vs. computer. If you press any but- 
ton, it speeds up the match. 


James Harrison, Jamestown, VA 


JAGUAR 





Wolfenstein 3-D 
Level Select and Debug Mode 

To reach a music test, press the # key 
while the ID/Atari ball is spinning. Select 
any level, including the two hidden levels, 
by pressing and holding 1, 3, 7, and 9 
during the game-select screen. To 
skip levels, press 4, 7, 8, 6. Get all of the 
weapons, both blue and yellow keys, 
999 ammo, and full energy by pressing 
4, 9, 9, 6. To access a weird debug 
mode, press 4, 8, 8, 7. 

Larry Ruthford, Lynnwood, WA 


| ANA 


Press Your Lips Here: Front Arm, 
Front Arm, Block 


Radead Will Get You: Front Leg, 
Front Leg, Block 


Eat It Raw: 


Back Arm, Back Arm, Block 


You Ain’t Nothing but a Punk: 
Back Leg, Back Leg, 
Leg, Block 


Put Trash in Its Place: 
Down, Down, Block 


Back 


Pucker Up Your Cheeks and Blow: 
Right, Right, Block 

| Am the Greatest BloodStorm 
Champion That Ever Lived: 


Back Leg, Back Leg, Block 


Oh Wait...Let Me Reattach Your Brain: 


Front Leg, Front Leg, 
Front Leg, Block 


Is This All You Have for Me?: Front 
Leg, Front Leg, Front 
Leg, Front Arm, Block 


Next Time Try Opening Your Eyes: 
Back Leg, Back Leg, Back 
Leg, Back Arm, Block 


Jennie Wuest, San Mateo, CA 





To play as the ever-elusive Akuma, make 
sure the machine is on the Free Select 
speed setting. Choose your speed, 
highlight Ryu, and count to five. Move to 
T. Hawk and count to five, then select 
Guile and count to five again. Move to 
Cammy, count to five, then choose Ryu, 
count to ten, and simultaneously press 
all three Punch Buttons and Start. In 
the box, Ryu’s face will be replaced by 
Akuma’s silhouette. 


Erik Bianchi, Santa Ana, CA 


If you dig classic Atari tank 
games, try this trick for a 
killer ending to T-MEK. 
Find three hidden 
Saurons: one in Stone 
Web, one in the Alien 
Nest, and one in the 
Storm Rift — or beat the 
game with just one contin- 
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ue. If you can accomplish either of these 
feats, you'll get to enter a new 
arena. ..Does BZ mean anything to you? 































GC3C-JA4C 


Infinite ammo 
Start with nine lives on Difficult 

difficulty setting HG3C-JABL 
Start on Slug-For-Butt BB5C-JADY 


Start with nine continues on Normal 
difficulty setting BF5C-JAE2 


The Lion King 






ie coe par 
Infinite lives AV6B-4A5G 
Start on level 10 BK4V-5A8W 
Roaring doesn’t reduce 

roar meter A3XV-WA7J 
Mortal Kombat i 
Infinite time ABVT-BE64 
Activate test modes in 

Options screen RETT-A6Y6 
Always fight Noob Saibot 

(One-Player mode only) BSMT-BE7 6 
Player has four times as 

long to do Fatalities A3XA-AJA4 





Somic & Knuckles 


(Note: These codes work with Sonic 3 


attached) 
Infinite time HXRT-AA6A 
Super shoes don’t run 

out with time ATGT-CA3Y 
Knuckles jumps as high 

as Sonic jumps TB5T-CNCR 


Infinite energy C2B4-4D64 
Infinite continues 3CAB-CE82 
Start with triple energy BDCC-C460 
Infinite lives C2BB-1D61 
Infinite hero icons on 

pick-up 8220-47AB 
Infinite continues C2C4-47AA 
Player Two or computer 

are killed by one hit DDB5-1FF7 
Infinite time 6DC7-1DAA 
Always fight Smoke 


(One-Player mode only) 
CBC6-3D6E + D3C6-3DAE 


Infinite continues in Duel mode 
C269-EFOD 
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Mortal Kombat Il 

15 continues OF1-57F-F72 
Infinite time 00C-55B-E6E 
Donkey Kong 

Infinite lives 009-4DF-3BE 
Infinite time 00C-34F-E6E 





0OB-B19-F79 
005-3F5-3BE 


Infinite energy 
Infinite time 





Infinite lives FFIODF0003 
Level select FF10C3000X 


Vita 


 & A 




























































ET Mw ANTM Alcs! invincible fa DONKEY ¢2c9-4E2C¢ / 
HARD CORPS” ———— KONG ——— 
Game TT hE) Maco ec O AM Sir! with 100 lve 
abe) W-V-\3.iamm Start with all weapons Game 1768-C33D 
INT MASA Infinite bombs a : ae / oo off if you 
LC TR MAG Ceey Wm Ployer | starts with very little Vitality | oath pone ; 0 bananas mee 
: or an extra life 
MORPHIN PY S OS: Y: Wem Player | starts with Vitality Meter at 125% DBC9-340D + 
POWER DCC1-3D6D 








m ABYT-ACCL Player 2 starts with very little Vitali ee 
RANGERS (Seana asin ee <)t Beewee Mega-iump for Donkey Kong 
Game A8YT-BT4L Player 2 starts with Vitality Meter at 125% THERE ARE 2 VERSIONS sb3e138) 


I ee eds a Mega-jump for Diddy Kong 

















JURASSIC aapa-casw seh ne invincible—switch off if FIRST CODE GIVEN 2D8B-1AE3 
ou get stuc i ’ 
PARK a ak D9): DY WAM Pressing Stor! and then Select will exit any 








RAMPAGE 5854-AA7E Grant has infinite lives eine 36) | ee) ter a evel not just completed levels 


EDITION” ral ef Wel 1 eae Gront has infinite ammo SUPER RETURN €230-CFOF Infinite lives 
BWFA-CA9Y - 
Game OF THE JEDI i: eye eeaem Finish the Ist level almost 


IY40) ey) ae Raptor is almost invincible—switch off if | Game €sD-c763+ [au 
you get stuck | EEBD-C7A3 


SAMURA] 0094-7401 Start with 1/2 energy 
SHODOWN 4094-7401 Start with 1/4 energy 
Game 

















Mya ey Ym Raptor has Infinite lives 








Uh | ee y4R 7 Cet oe Almost invincible 


LION KING’ IW em lnfinite lives 
Game 











DFE1-876D One hit will max out a character's 
pow meter 


RATA (0) | ENCORE Infinite energy 


OF GAIA D98F-4FOC Less charge time for psycho dash 
Game 













A Aer TV Cemmmm (finite continues 





SHRT-STO4 Roar meter increases faster 





| 






Se ALT YA meme tort on Level 10—Pride Rock 







7) 0) em Less charge time for dark friar 


GAME BOY. 


WARIO BLAST” 00a-58r-387 


Game RE a dW Collect up to 8 extra bomb power-ups 








) Oi) AVY Var OM Infinite mutant power 

THE GAMES- sen aayikk: 
MASTER'S 00a 87 E6E 
LEGACY” 000 287 806 

Game 









One hit is fatal—most of the time 











Ted a Se) mm Start with 4 extra bomb power-ups 






Imost invincible 


A 








CY Wl. eye Mutant power is used quicker or Tel Joe eye Start with 4 explosion expanders 





BACk NEXT Monty, 


Z 
uv 
























SLAMMIN’ 
CLASSIC ( C CLUE 16-bit tip of the week! 


The “best” classic tips for 







is pick-up some of 





a : NINTENDO the best tips from the most your favorite system! 

1 ie ad _ Serious gamers around! BA NINTENDO 

BH uve NINTENDO om NINTENDO imal 2 Ties 

EB 3 Ties | . © RR] curer NINTENDO fom your 
NIN yeetir 


Ml SEGA GENESIS 
> Ties 


: | OPTION SEGA GENESIS Be sure to get your parents’ Wat 
EGA CD/ T a8 


mission to use the Hotline if you 
are under 18 years of age. Mes- 
D HELD < sages subject to change without 
notice. A service of Infotainment 
: _ World? in ach Mateo, CA : 










- HERES EVERYTHING 
YOU NEED TO KNOW 
TO SURVIVE SONIC3 © 

_ AND SONIC & KNUCKLES-AS EITHER CHARACTER! 
By The Unknown Gamer 


yy SPECIAL 
STAGES 








The Shields do some things for Soni 
that they don't do for-Knuckles. 


America’s favorite ’hog is back 
with a new buddy, Knuckles the 
echidna, in a groundbreaking 
action/adventure romp. The 
ability to plug the cart into prior 
Sonic adventures (like Sonic 2 
and 3) makes this one different 
than the average Sonic fare. 
Even better, you can play in 


those games as Knuckles and 
reach brand-new secret areas. 


Graphics Sound Control FunFactor Challenge 


© 666m 


5.0 Intermediate 


$69.99 Side view 

18 megs Multiscroiling 
Action/adventure ESRB rating: Kids 
1 player to Adults 

7 Zones 
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cae in ‘Act of Angel island, 
“Knuckles reaches a passage’ 
“blocked by:rocks. Sonic 
~~. eouldn’t blast through, but 
Knuckles can. Break through 


~ + the rocks'and finish the Act via 


anew route. The end boss | is 
: the same. 








ee ~~ Act 2 of Angel isa is Com= ” | 
Shae pletely different for Knuckles; 
= though the boss at ine end 


| hasit t abated 





* 
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Rv se the ‘end of Aet 2. Kuck r 








“4 soars th rough anew area of 
wk oe Site and Rings. 


_ high enough to tag him. Use 
“the bombs that land on the 





: Its a Quake 








Dr. Robotnik aks the same 
when you fight him.as Knuck-. 
les, but Knuckles cant jump: 


ground to vault Knuckles high 
enough to perform a Super 
Spin Attack on Robonik. 





















Going Up 


In Hydro City, Knuckles’ wall- 
climbing ability is his best 
advantage. At the beginning 
of the first Act, climb the wall 
to the right for a better route 
through the city. 


As Knuckles, keep: an eye out 
for arrows throughout the’ Mar- 
ble Garden Zone. They point 
out alternate routes that Sonic 
couldn't use. 


Robotnik, the — 
| First Appearance 
The midievel boss-that 
Knuckles faces is the » 
Same as. Sonic’s neme- 
sis... almost. To be able 
to leap and attack Robot- 
nik, Knuckles must jump 
on the rotating spiked: - 
platform that appears. 


The Stina area in in Act - 
poses new challenges anda dif-.. ~ 
ferent route through the plat 
- forms for Knuckles. To open an 
exit route, he must quickly = « 
~attack one of the arrow-shoot- 
ing faces. For ahelpfulboost, 
grab the Super Shoe icon on the » 
platform to the left at the begin- 
ning of the earthquake stretch. 


so cement | 





_~ Knuckles duels with anew, dif- 

_ ferent version of Robotnik at, = 

~.- the end of Act 2. This Robotnik 

4 _~ fires rockets that trail barbed 

§  _wireintothe ground.Dodge 
the wires, then jump andusea 

_- Super Spin Attack on Robotnik: 

m ss he travels down the wires. 
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~~ Knucklés faces an-entirely dif- 
ferent Act 1 in the Carnival 
Night Zone: 





_ The first Carnival Night Zone 
~ boss is the same, but the sec- 
ond boss...well...for Knuck-: 
les, there is no second boss! 





Put ‘Em On Ice 


pe. eT wall- “climbing ability 
_ ~~ helps him navigate the Ice Cap 


Zone more easily than Sonic. 





ore 


Knuckles can also blast : 
through ice pillars that Sonic =~ 
couldn't put.a’scratch.on. 





- After Knuckles busts through 

~~ anice pillar, fly through this 
ice-crystal field by dodging left 
and right, and you'll Pick uP a 
lot of Rings. : 


instead of up via the route 








: As | in ‘other areas of 


Sonic 3, Knuckles relies "las 
omhis climbing ability 

to easily reach areas 

that were tough for 

Sonic to get to. _ 


Take a Breath 


Knuckles faces a dif- 
ferent—and tough— fats 
beginning for Act 2; he | 
must race throughan | 
area filling with rising 
water. At the end of 
this stretch, Knuckles 
enters Act 2 along the 
route that Sonic treks. 


| The hides at the end of Act 1 is 


‘ing. Thendeap and Super Spin 


When Knuckles reaches this 









Gear rUp for Robotnik 


slightly different —Sonic must 
defeat two gears instead of 

one. To.beat the boss, Spin. 
Dash back and forth across the 
bottom.of the screen, dodging ~ 
the gears until they stop swing- | 


Attack either gear. Repeat this 
tactic until-they blow-up. 

Pol ee At the end-of Act 2, Knuckles 
battles the same versions of 
Robotnik that Sonic fought at — 
the end of Sonic 3,.so fight this ~ 
Doc the same way..As Robot- 
nik moves down the screen, 
leap and Super Spin Attack the 
dome. When the rocket ver- 
sions of the ship are destroyed, 
jump*diagonally and Super 
Spin Attack the claw craft that 
Robotnik drives. Avoid the 
claw, or it'l'smash you right 
into the ground. 





metal door, head to the right 


Sonic took. This path leads to a 
different ending for the’Act.. 


Vow pees 
off Naomi! ‘ly 


. » 
_— = = eerrreeee Sele SS 


a2 RRR ERR ERE SD 


arn 


Tie 6:21 
RINGS 38. — 


AO e. e = & . ee “ae 3 eve eee 


ey ee ee ee Ps Ps 
“aig See a MMOL, 


NO | Act 1: 1-Up 
bee ee} | Before you drop onto this orange bell about midway through 
Act 1, enter the secret passage to the right to find a 1-up. 









int as rayne 


~The clinging rope vines hold 
‘Sonic or Knuckles, making 
 them-vulnerable to attack. TO. ~ 

| break free, duck’and Spin 

Dash, You'll snap the vine’s » 400 


hold when you fly away. © =, Mabe 
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Act 1: Power Up 
When you reach the falling 
Orange mushroom at the 
beginning of Act 1, climb 
up the wall and head to the 
right. You'll find a hidden 
Ring Monitor and Invinci- 
bility Monitor. 


I eo ol a nn oon one 


aes 





~:~ onflies in the Mushroom Hill 
~~. Zone, clobber their blue heads. 
df you hit them.anywhere else, 


- youtake damage... 
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Act 1: The Boss 


eS 
To-vanquish the first Mush- 
room Hill boss, dodge the logs 
he tosses; then Spin Attack 
him until he blows up. 





SONIC & KNUCKLES 


a | 
To stop this Robotnik, jump 
and hit the satellite dish. Then 
race after Robotnik, jump and 
dodge the spiked bars under 

~ the archways, and Super Spin 
Attack the ship to destroy it. 





. The ier Shield 


The Fire Shield is the best 
choice for this Zone. 
a | Booby Trap 

THE 2:0 


rae 
Ba NAS, 





ce Pe Ket if zh find a a 
hidden Electric Shield: and 
i _ Invincibility Monitor. 


Part it Out the Fire 


Some of these containers 
release Rings when'you step. 
on the button. Others, how- » 
ever, release enemies, - 





Stand on athe (ie SEUONNY ene- 
- mies to douse their flames. - 

~ When they blow, aay Il spring 
You into mnie air. 


eowatTtoen. 





fv's RK 





lear the Decks 





Act 1: ‘No Way 0 Out Act 1: The Boss 





Head left through the v ‘wall to 
~ escape this seemingly - 
inescapable Spot. 


“Act 1 Take the - 
Upper. Route © 


ry 3 


de ee = Bn eh BB = hel et ed | 





‘To beat the mechanical boss, 
stand on the yellow button, 
then quickly jump off when he 

takes a swing atyou. Ifyour 

timing is good; he'll clobber. 

~ himself. Repeat this tactic until 
he destroys himself. - 


: Act 2: The Boss. 





lf you're playing as Knuckles, 
take the upper route-up the 
- Wall. It's easier. : 






To blow a way into the ship, 
scamper to the right to lure the 
bombs. When they land, they'll 
blast open a hole. Jump inside. 


This version of Robotnik is 
easy to nail. First, dodge the 
- Jasers he.shoots. If you dodge 


them enough times, hell run 
-away and hide. Then you have 

to run to escape from the mov- 

ing platforms. When you reach 

the ship’s roof, leap and Super 

Spin Attack the spinning boss 
on the side of the chains. 
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To crush the Rock Mummy, 
~ Stand to the right as it emerges 
~ and Super Spin Attack.it when 
it stands up and raises its head. 
| This attack knocks the Mummy 
 atiesamemetteeme © to the left. Continue this strate- 
; ~ gy until you knock the ipehaly 
into the lava: 





 Sonic-and Knuckles can climb ~ 
~ the-sand falls in Sandopolis. 
Just-get inside the falls.a and 


in the latter parts of Act 2, 
Pris eee 


both Sonic and Knuckles 
encounter areas where they'll. 
trip faucets that fill the screen - 
with sand. They. must race 
through the various obstacles 
and reach the top of the screen 
to avoid being buried. 







eee Sees ! -Push or Spin. Dash these metal 
Jump on the pulleys to turn on ~— gadgets.to-open walls. Be 
~ sthe lights: If itgets too dark, ~~ © ready to race through the 
troublesome Abe appear. opening before it closes again. » 





__ $corpion’s the toughest enemy 
* you'll face inthis Zone. Leap © 
over_his tail when he flings it 
and Super Spin Attack him on 
the ‘vay Gown. 





In this encounter with 
Robotnik, leap onto the 
creature’s foot as it 
Slides forward, then 


eS ~ Knuckles scores:a hidden 1- ite 
if you-head.up and to the right... 

;-_ vat the beginning of Act1.Go ~ 2 

~~ through the metal doors to. 


~~ uncover the 1-up. ~ jump.and Super Spin . _ 
pein. ure Attack his chest. When 
the armor falls off, 

Most of the lava falls mean quickly hit him one or. » 


two times, then jump- 
free. Repeat this. 
process to destroy him. 


instant death for Sonic and 
| Knuckles. However, some lead 
_ | to secret passages below. 


EE OTe EE op ten a PISS SWAP ERASE ee es ae | 


» they'll roll into him and eventus, 

cain’ «ally destroy him. If posable: “a 
| grab the Fire Shield on the way 

ee)  down-the waterfall. © 5 
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ater ti - Sonic bags another 1-up inthe _ For. Knuckles, the path leads iy 
. . aa Ex ) passage to the left of the place - over these Robotnik icons and. 
: RINGS) 10 —s~| ~-where the spiked spinning ball - into the wall on the nol. 

ta | }*y ... breaks free and chases you , 


cg the passer 


ax 





“The Fire Shield provides excel 2! y 
lent eee in ‘this Zone. | 





Teg go up. the spinning pillars, en 
hang on to the far-right ladder P 
and swing up to the platform 
fist abOue, : 








tam yi ‘AS rar use the secret button 
~~ just'to the: right of this lava area o, 
-.« to-vault- up and to theleftto § L& <i 
i te find 4 nek Spi 5 hee ool eC. ee this Robotnik, repeat: 
~ oe edly nail the round’balls on.top 
of the tentacles:until they 
cepa —_ explode. Then hit the metal 
y J° slapper just after it slaps... ~- 


Aftet you ‘ve. acai bt both sets: 
of spinning pillars in Act2, you ° — 
can find secret rooms. When. : 

you reach: either platform past 

the pillars, go.to the left ofthe. 

~~ platform and jump up: while. = 

‘holding down Left on thet con: 
trol pad,-and you'll entera 
secret room with power-ups: A» 

- Special Stage Ring’s also on 
4! “the'second platform.-To reach ” 
=~ the Ring, go to the right side of 
~_. the platform via the moving . 
platforms and yt into the val 
on the Hones: ein et ke 






tla. ~ | As Knuckles, go through 





ie ‘steonil ‘étalling spike platform at’. + agai enethe lettof the rotate At the end of this Zone, Robot- 
~ «the beginning of Act 1 is a hid- | in g yellow buckets to find a nik launches an-attack from the ~ 
h den | lp for Knuekies. : 


~ Death Egg. During. the first aie 
of the attack, you must jump’. 
"from platformtoplatform,  §§- «> 
1c OES RS A Ee ee - a Rei | dodging nisl and aod iv 
ee) ee ee ee. thelava.Duringtheattac’s - 
— so) ep 7. es.) - Put second phase, leap acrossa ~~ 
#] -series of.platforms atop.a’ lava aT; 
“4 — Waterfall, During the final. - 5s 
| phase, leap from platform ‘ fo 
‘| - platform again and dodge the - 
ay - spiked bombs'that Robotnik 
a «tosses. If you dodge ’e em,” 
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Special Stage Ring. 


Mini 








GO TO BLOCKBUSTER 
AND RENT THE 
HOTTEST NEW GAME. 








® 


WHERE THE CHALLENGE NEVER ENDS. 








i 


CURSE IT 





MASTER IT nn, 





BEAT IT. 


THIS COULD BE A Vicious CYCLE. 


Bored with your video game? Get around to Blockbuster 
where there's always a massive amount of the hottest games to rent. 


BLOCKBUSTER VIDEO name and design are registered trademarks of Blockbuster Entertainment Corporation, Ft. Lauderdale, FL 33301. ©1994 Blockbuster Entertainment Corporation 





Only Sonic fights through most oh 


SONICS KNUCKLES — 





ag ofthe Sky Sanctuary Zone.” pager 








: Oniy'k sauces Saichs through 


~ the Hidden Palace Zone. In this 


Zone; the main action is. a 


~ head-to-head contest between” 
~~ Sonic and Knuckles. Knuckles 


is apushover, though: All 
_ Sonic has to do is Super Spin 
_ Attack him repeatedly. 


~ When you first encounter. uaa 

| . Robotnik, dodge the pendulum. [is 
J he swings, then leap from the — 
. two’platforms to. Super Spit , 
Attack mse 


Robotnik Part 2 





~ this Zone, he has to face the . 

~ Metal Sonic and the Golden 

“Sonic. Knuckles faces them, | 

too, but they’re the: final. bosses 
~ of the game for. him. To defeat — 

~ the: Metal Sonic, Knuckles or 

Sonic must dodge his attacks” 


When Robotnik appears asec- until he lands facing him, then - 
“ond time, dodge the. ‘ship and, ~ Spin Dash into his stomach: if: 
- when'he hovers and the balls the Metal Sonic attacks back-: 


rotate parallel to the ground, ~~ — ward; jump over him. Repeat.» 


When the-mini-Robotniks : 
appear, take them out, then 
a Super Spin Attack again. When : 
_ you've-destroyed all the mini- -- 
~-Robotniks, Spin Attack the ship: | 
als a final time. 


~ Super Spin Attack the ship: this state untit hs he's done for. ie: 


ay 






| _ Golden § Sonic 








“after Sank speeds eT Sat ei 





- Next, Polish ont 





UG defeat the Golden So Said 


dodge the attacks he launches, “ - 
~ thenstand near the Emerald. 
_ Be prepared to Super Spin © 


~_ Attack or Spin Dash’into him. 


~ when he briefly turns into the... 
‘Metal Sonic. Repeat this tactic tis 
to 0 finish him 35 | | 
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PAINT THE TOWN RED IN 
SPIDER-MAN":-AND VENOM™ IN 





ACCLAIM, MARVEL COMICS AND GAMEPRO TEAM-UP 
TO BRING YOU THE THE ULTIMATE COMIC BOOK, 
VIDEO GAME PRIZE PACKAGES: 


SPIDER-MAN® VARSITY JACKET 


SPIDER-MAN®, MAXIMUM CARNAGE™, AND 
WOLVERINE®: ADAMANTIUM RAGE™ VIDEO GAMES 


SUPER NES° OR SEGA GENESIS™ SYSTEM 


MAXIMUM CARNAGE™ WOLVERINE® MAXIMUM 
COLLECTORS EDITION COMIC BOOK CARNAGE™ 14-PART 
MAXIMUM CARNAGE”, CHOICE OF: COMIC BOOK SETS 
WOLVERINE®: WOLVERINE®: 

ADAMANTIUM RAGE”, ADAMANTIUM RAGE,” 

AND SPIDER-MAN° SPIDER-MAN®, AND 

VIDEO GAMES MAXIMUM CARNAGE™ 

SUPER NES° OR SEGA VIDEO GAMES 

GENESIS™ SYSTEM 

SUBSCRIPTION GAME PRO T-SHIRTS GAME PRO 

TO GAMEPRO BASEBALL CAP 


AND SWATPRO 





/SUNSTOPPABLE .. 
ICONTROLLABLE ... IT'S 
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Fill out and mail 
this entry to: 


CLAWS AND WEBS 
—_—_—_—___——_—__—_——— |SWEEPSTAKES 
STATE: ZIP: P.O. Box 5960 


San Mateo, 
_ DATE OF BIRTH: _|ICA 94404 


NAME: 


ADDRESS: _ 


PHONE: _ 


SYSTEMS OWNED: (Check all that apply) 


_) NES -] SUPER NES _| GAME BOY* t3D0 
_] GENESIS _| GAME GEAR _) SEGA CD | JAGUAR 


i STORE PURCHASED: _ 


ENTRIES MUST BE RECEIVED BY MARCH 31,1995 w SEE BELOW FOR DETAILS 


a a a a oe oe ec a ee ae Ge ee ae 


Official Rules No purchase necessary. One entry per person. All duplicate entries of violator will be voided. 
Infotainment World, Inc. and Acclaim Entertainment, Inc. assume no responsibility of late, misdirected, incomplete, or 
illegible entries. All mail in entries must be post-marked by March 31, 1995. Void where prohibited. Awarding of 
Prizes Winners will be determined on April 15, 1995 in a random drawing by Infotainment World, Inc.. Odds of win- 
ning depend upon the number of all eligible entries received. Winners will be notified by phone. Winner's entry and 
acceptance of prize constitutes permission to use their names, photographs, and likeness for purposes of advertis- 
ing and promotion on behalf of GamePro and/or Acclaim Entertainment, inc. without further compensation. Winner 
is responsible for any and all federal, state, and local taxes if necessary. A complete list of prize winners will appear 
in a future issue of GamePro magazine. Eligibility Employees of Infotainment World, Inc., Acclaim Entertainment, Inc. 
and all participating vendors, their subsidiaries, affiliates, advertising agencies, and their immediate families are not 
eligible. Liabilities This promotion is operated by Infotainment World, Inc. and Acclaim Entertainment, Inc. which is 
solely responsible for its conduct, completion and awarding of prizes. All decisions of Infotainment World, Inc., and 
Acclaim Entertainment, Inc. on all matters relating to this promotion are final. Infotainment World, Inc. and Acclaim 
Entertainment, Inc. and participating sponsors assume no liabilities resulting from the use of this prize. Prize 
Restrictions Alternative prizes or cash will not be offered in lieu of prizes described above. Prize may not be sub- 
Stituted, transferred, or exchanged. Prizes will be awarded within the first two weeks of May 1995. Eligible to resi- 
dents of the contiguous United States only. 


MARVEL COMICS”, MARVEL SOFTWARE”, MAXIMUM CARNAGE”, SPIDER-MAN”, WOLVERINE® and the 

distinctive likenesses thereof TM & © 1994 Marvel Entertainment Group, Inc. All rights reserved. 

Nintendo & Super Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. 

© 1991 Nintendo of America Inc. Sega and Genesis are trademarks of Sega Enterprises, Ltd. 

Acclaim is a registered trademark of Acclaim Entertainment, Inc. © 1994 Acclaim Entertainment, Inc. All rights reserved. 
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SCORE 4500 
Th 6:00 


Sea S000 yey 
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me SCORE 4730 
Me IME 0:25 


To escape from the antigravity. At the end of the Death Egg i 





“only Sonic battles trouah the ie 





pains! i Seals oe chamber, hit this center device ~ Zone, Robotnik launches a 
The Best Shield - ; ae all its buttons are red. Series of. attacks against Sonic. 
tay a re te _ During the first.encounter, the. 
are Do Act 1: The Boss easiest maneuver is to use the - 
ees ct So jy elevators to.go back and forth ~ 
Be: : nNeaeds 2 Ee -betweenthetopandthebo- E> 
3 i = tom of the screen while dodg-: © Robotnik reappears ina giant 


ing Robotnik’s bombs. If you ship. Dodge'the fire blasts age 
time this move correctly, the .. fromthe ship, then.leap to the... 
bombs.will fall into Robotnik ~~ left to Super Spin Attack the 





ee “Lut : | and eventually destroy him... - ship. Run to the far right, listen. 
tee Electric. Shield’s your (ut rinieenriyetiya init eee “for the whine of the laser, then 


2 ity cy Fore nunkut Fe r 


choice in this Zone because it - jump.to avoid its deadly. blast. 


_ protects you from some. — | 3a a Aes z Repeat until you sink the ship, 
_ Shocking experiences. Pe RiNcs 13 SCORE $730 
: TIME 0:25 





het tt: Seeret Room 





Next, Sonic rit to fight a ‘aiant 
Robotnik that has deadly 





To dest the Death 6. ~~, “fands. Spin Dash continually LE ei 
Robotnik, leap and Super Spin ° to destroy the fingers: Finally, run to the right-to 
Attack the ship's body to . mg dodge falling debris and avoid 





hoe i | rt destroy the rotating balls one 
spin ex. Doulice. on this “Electric Shield by one. After the-ship breaks 
~~ and drop.into.a secret room. up, dodge the spiked platforms 
nO with tons:of Rings. and leap and hit the eye part of 
i | the ship. Use Tails todo the’ 
ie Act 1: ‘Shields for dirty work; and Sonic can hud: 
“> ~The Taking - dle safely in the corner. 
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the crumbling ground. Leap to 
Super Spin Attack Robotnik as - 
he tries to haul off the giant 
Chaos Emerald. Repeat this 
attack until he's history, and” 
the game S over! 





ou man the Game’s Not Over! 


lf you beat the game as 
Sonic with all the Emeralds, 
you get to play a final secret 
Asteroid Zone. 






~ Walk ‘tirnugti “2 wall fe Lag : 


: : tight to finda secret room with | 
' - three Shields. earn sgn Bee Prepare for some antigravity i in 


Act 2. Sonic has to learn to. 
react upside down! 
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As the glyph says, you must use 


the bubble clumps to “climb” 
through the sky. It’s difficult to 
gauge your progress, so use 
your sonar often to display your 
location and to navigate. 





Ecco can morph into other 
creatures. After becoming a 
seagull, fly to the right — past 
attacking birds and falling 
rocks — to become Ecco again. 
Then you can find the trans- 
porter ring. 





Work your way to the meta- 
sphere to the right and change 
into a bird. Fly to the left, return 
to the water, and get the song 
from the key glyph. Morph into 
the bird again, fly to the right, 
and become Ecco. Use the 
song to get past the glyph. 





Commas thet two SeC- 
tions of the glyph, then 
use the glyph to open 
the one above it. Get 
the other dolphins to 
help you fly to the 
right, where you'll 
meet a strange worm. 
Use sonar to hit him 
into the rocks to the right, 
which opens a path. Patch 






another key glyph together and 7S ( * 


use it to meet up with Asterite. 





After you listen to Asterite, the 
hardest part is passing through 
the helix to the exit. Then a 
whale tells you that her little 
ones are missing, so you have 
to go off to recover them. 





This level is a test of accurate 
swimming, especially against 
different flows of water. When 
you meet the dolphin that tells 
you to follow it, you have to 
stay close to it, or you'll be 
forced to repeat the process. If 
you have trouble staying with 
him after a few tries, he’ll give 
you the song you need to get 
past the stones that block the 
path toward the exit. You'll 
meet another friend to take you 
to find the hidden exit. 


$.W.A.L PRO ¢ 


— 


The name of this level hints at 
what you can expect. Use your 
sonar as headlights. As you 
work through the level, a whale 
approaches you to help find 
her lost offspring. 


It's morphing time again! This 
time, you're a helpless little 
jellyfish trying to find the exit. 
Head to the right first so you 
can get the song from the key 
glyph. If you make it to the sur- 
face without any dolphins 
harming you, you'll change 
back to Ecco. 


March 1995 









Swim aroun until you find the 
transporter ring. Once you 
pass through the ring, you'll 
meet a shadow with a strange 
request. Take care of the 
request, then use the shells to 
help you swim against the cur- 
rent — before you run out of air 
or take too much damage. 


” 


This level’s tough. You have to 
avoid the shell and red moray 
eel, then take out the yellow 
eels along the walls as you’re 
heading down. The yellow eels 


succumb to 
— 





sonar. When the 
Shell hits the bot- 
tom, sonar it as 
much as you 
can, and you 
may not have to 
fight the red 
eel. Follow the 
instructions 
after that. 





The mission on this level isn’t 
immediately apparent, but find 
the two spheres from the 
Asterite with the help of one of 
the whales. 


25 
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Deep Ridge is a contin- 
uation of Asterite’s 
rebuilding process. 
Simply grab one pair 
of spheres at a time, 
trip back through any — 
of the transporter 
rings, and continue Sa oer Sets Yee zz iii 
until you find all the spheres. Like the Lunar Bay level, this Sonar the globe off its moor- 








Throughout, you'll get clues to level takes you through aseries _ ings, then work it consistently 
where the story line is going. of air and water paths. You into the walls until the arms 
Then you must locate the must locate a bunch of glyphs _ burn off. Watch out because it'll 
secret exit. 


and find the exit to the right. try to slam you into the walls. 





Get y your task oan the glyph, 
then take off for the transporter 
to swim through the rings again. 
Your journey this time is much 


The clue at the start leads you to tougher because you have lots — Keep an eye on the gravity indi- You oet some hits hens we 





your new fate: You morph intoa °F Sharks coming at you. Put cator in this level so you Know _ fellow dolphins. They're 
shark. This new form means the ring offto the sideso you — whether you're going to fall soundly battering the Vortex 
that you have to stay in motion 4M Sonar the sharks, then down — or fall up. beasts, but you'll need to take 
and avoid dolphins. You'll be quickly swim for the ring when on others. Get through the 
able to change a couple of times _the coast is clear. first gate, then use the map to 
before exiting as Ecco. find the glyph that looks like 
ag it's boxed in. Try some corri- 
 Acunart Bay dors, and a q find the way. 
















lf this creature gets its claws on 
you, you'll be thrown into a 
Sublevel where you morph 
into it. 





Watch for the ‘Sioa Lettie 
level after the glyph. Stay to 
When you reach a point ___ the forefront of the direction 
where two of the crea- 3 _ you're moving in, but be ready 





tures grab you, you'll to quickly change directions. 
warp to a strange futur- 
istic world. Escape is 
difficult because you're 
traveling a very convo- 
luted path, leaping 
gaps, and repeating 
the same territory in 
search of the key glyphs. 
Put the milestone glyph to 
good use. 


oe 
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Avoid the arm and the 
Queen’s varying attacks. 
When she spits the 
globes, move down and 
send your sonar at her, 
then return to the safe 
upper area just above the 
laser beam. You have to hit 
her a few times to pass to 
the next level. a.  —_ 
‘DIM! + HY) -_ “y en 
The Asterite tells 
you how time g 
splitand what 
you have tO jimmie 
dotofxit = 


er 





lf the Queen catches and swal- 
lows you, you're sent to a sub- 
level where you morph into a 
Vortex. Find the morph ball to 
the right and change back to 
Ecco, and the Queen’ll return 
you to her level to battle again. 














Next, you're in an underwater 
world that opens with a puzzle 
that unlocks a secret door. 
Experiment with this spot, then 
find the key glyph by heading 
up and to the left, then down. 
The gate glyph is located at the 
lower right. 












Fight the current to reach the 
transporter ring, then use a 
similar technique to reach the 
secret Cave level. This time, 
you contend with jellyfish, poi- 
son shells, and sharks. 





Immediately after entering th 
level, you morph into a school 
of fish that is immediately 
under attack from your hungry 
dolphin friends. Keep your 
numbers high by adding other 
fish as you come upon them, 
then find the morph ball at the 
exit to the right. 
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As in the second half of 
the Epilogue level, 
you're wandering 
around an underwater 
city. However, this level 
features strange crea- 
tures that.quickly take 
your health away. 
Explore until you find the exit. 
Use some of the creatures to 
help you open doors from a 
Safe distance. Don’t wait too far 
away from the door, or you 
won't make it through the door 
before it closes. 


; 


PF AO BS 









You can also use a block 
to fight the current. 
Make it through, and it’s 
a short distance to 
another door and the 
transporter ring. 

Guess what? You're 


done! Ecco’s saved 
the Tides of Time! 
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‘PHANTASY 
STAR IV’ Horrify- 
ing bio-monsters 
have once again 
cursed the 
Motavian land- 
scapes. You must 
discover the 
dreaded “Dark 
Forces" behind 
them. Offers dra- 
matic battle se- 
‘ quences with fully 
animated charac- 
ters and back- 
grounds. $82 


SUPER NINTENDO 


iain 
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‘CLAY FIGHTER 2: JUDGEMENT CLAY’ Is it a 
meltdown for Mr. Frosty or hasta /a vista, Bunny? 
Offers over twice the clay animation, 6 tournament 
types and faster gameplay! $58 





6 Bttn Arcad Pwr Stk $39 
6 Button Control Pad $19 


Aura Interactor $79 
F-16 Wireless Contrl $39 
Fighter Stick $29 
Game Gun CD $36 
Genesis Activator $59 
GEN CD Bkup Cart $49 
GEN 2 RF Unit $19 
GEN System 2 core $99 
GEN Sys Sonic 2 $129 
GEN Sys/Lion King $139 
GEN Team Player $19 
Mega Mouse $34 
Remote Arcade Sys $36 
SG Pro Pad 2 $19 


3 Ninjas Kick BkK/Hk CD $52 
Addams Family Values $56 
Adv Batman & Robin CD $46 
Adv Willie Beamish CD $42 
Aero the Acrobat2 GA $52 


Akira CD $54 
Aladdin GA $49 
Alien Trilogy CD $52 
Alisia Dragoon $24 
Baby Boom CD $52 
Batman & Robin $52 


Batman:Revnge of Joker $34 
Beavis & Btt-Head MA13 $54 


Belle's Quest $46 
Berenstain Camping Adv $44 
BlackThormne $49 
Bonkers $44 
Boogerman MA-13 $49 
Bouncers CD $52 
Bubsy 2 GA $49 
Cadash $29 


Cadillcs & Dinosaurs CD $49 
Castlvnia Bloodlines GA $44 


Chester Cheetah 2 $39 
Chuck Rock 2 $29 
Cliffhanger CD $49 
Corpse Killer CD $52 


Dark Seed CD MA-13 $52 
Dashing Desperados $29 
Death of Superman $52 
Demolition Man CD $54 
Desert Demolition w/RR $44 


DinoBlazer CD $56 
Dinosaurs for Hire $34 
Dolphin CD GA $36 
Dracula CD $49 
Dragons Lair CD $48 
Dragons Lair 2 CD $52 


Dynamite Headdy GA $49 
EarthWorm Jim GA $66 


Ecco Dolphin GA $52 
Effacer CD $52 
Fahrenheit CD $52 
Flashback CD $46 
Flintstones $39 
Flintstones Movie $56 
Frankenstein/Dracula CD $52 
Gadget Twins $29 
Grt Cres Mystry w/Micky $58 
High Seas Havoc $46 
Home Improvement $54 
Hurricanes $52 
Incredible Hulk GA $54 


Incredible Toons CD $49 
lron Helix CD GA $49 





‘SAMURAI 
SHOWDOWN’ is 
shredding its way 
into your living 
room! This huge 
arcade hit will be 
lighting up Sega 
CD's with a mix 
of mysterious 
Samurai leg- 
ends, awesome 
graphics and fast 
& furious sword- 
play—including 
blinding "special 


moves." CD $48 
Itchy & Scratchy $43 
Izzy's Olympic Quest $52 
Jungle Book GA $56 


Jurassic Prk Rmpg Edit $54 
Kamen Rider Zo CD $44 


Kingdom CD $52 
Lawnmower Man $49 
Lion King GA $64 
Loadstar CD $49 


Mad Dog McCreeCD $49 
Mansion of Hdn Souls CD$49 
Michael Jordan:Chaos $52 


Mickey Mania GA $58 
Mighty Max $54 
Myst CD $46 


No Escape/Cliffhngr CD $52 
Out of World CD MA-13 $49 


Pagemaster $54 
Penn & Teller CD $46 
Pink Panther $46 
Pirates of Drk Water GA $54 
Pitfall GA $61 
Power Rangers CD $46 


Prime/Microcosm CD $52 
Prince of Persia CD $39 


Puggsy CD $44 
Radical Rex GA $54 
Rastan Saga 2 $34 


Ren & Stimpy Show GA $46 
Rise Dragon CD MA-17 $46 


Ristar $44 
Roar of the Beast $39 
Robocop Vs Terminator $56 
Scooby Doo $52 


Secret Monkey Island CD$42 
Shadow of Atlantis CD $52 
Shadow of Beast2 CD $52 
Sherlock Holmes2CD $43 


Shinobi 3 $42 
Skuljaggers Revenge $52 
Snatcher CD $44 
Sonic Hedgehog 4 GA _ $59 
Space Ace CD $52 
Space Pirates CD $49 
Sparkster $44 
Spidy:Max Carng MA13 $56 
Splatterhouse 3 $39 


Star Trek Next Gen CD $64 
Star Trek:Deep Space 9 $56 
Star Trek:Starfleet Acad $46 


StarGate $54 
Steven Seagal $54 
Stone Protectors $54 
Strider 2 $39 
Switch CD MA-13 $49 
Sylvester & Tweety GA $54 
T2:Judgement Day $29 
Tarzan $54 
Tazmania:Esc Mars GA $52 
Terminator CD GA $49 
The Punisher MA-13 $56 
The Shadow $56 
Thunder in Paradise $52 
Time Cop CD $46 
Tinhead GA $52 
Toe Jam & Earl 2 $46 
True Lies $54 
Vikings 2 $46 
Virtual Bart GA $52 
Who Shot John Rock CD $49 
Wolf Child CD $39 


Wonder Boy/MnstrWorld $36 
X MEN 2:Clone Wars $52 
Young Indy Jones CD $46 
Zero Kamikaze Squirrel $52 





‘JAGUAR SYSTEM’ The new Jaguar interactive 
multimedia system has a mind blowing 64 bits of 
power. Offers 16 million colors, breakneck speeds, 


cat-like control and movie-like special effects. 


$249 





After ArmageddonCD $49 


Battletech GA $54 
Buck Rogers $29 
Cybercop $44 


Dark Wizard CD MA-13 $43 
Dungeon Master CD $44 
Eye of the Beholder CD $42 


Gemfire $39 
Heimdall CD GA $44 
Lord of the Rings $59 
Lufia $56 
Lunar CD MA-13 $46 
Lunar 2 CD $52 
Might & Magic 3 $59 
New Horizons GA $62 
Phantasy Star 3 $59 
Phantasy Star 4 $82 
Pirates! Gold $46 
Popful Mail CD $49 
Revengers Vngeance CD $44 


Romance 3 Kingdoms 2 $49 
Shadow Run MA-13 $49 


Shining Force $48 
Shining Force CD $52 
Shining Force 2 GA $66 
Syndicate $44 
Technoclash $29 
Uncharted Waters $59 
Vay CD MA-13 $48 


Art of Fighting MA-13 $52 


Ballz MA-13 $52 
Beast Wrestlers $39 
Brutal MA-13 $52 
Brutal CD MA-13 $49 
Clayfighter $52 
Cybernauts $54 
Double Dragon 5 $52 


Dragon:Bruce Lee Story $58 
Eternal Champns MA-13 $29 
Eternal Champions CD $46 


Fatal Fury $34 
Fatal Fury CD $48 
Fatal Fury 2 GA $56 
Fatal Fury SpecialCD $48 
Final Fight CD 344 
Final Fight CD $44 
Justice League $58 


King of the Monsters $29 
King of Monstrs 2 MA-13 $49 
Kung Fu:Lgnd Continues $58 
Mazin Saga $29 
Mortal Kombat $46 
Mortal Kombt CD MA-17 $24 
Mortal Kombat 2 MA-17 $62 


Mystical Fighter $29 
Power Instinct $54 
Rise of the Robots $54 
Rise of the Robots CD $46 
Samurai Showdown $58 
Samurai Showdown CD $48 
Shaq-Fu MA-13 $59 
Street Smart $34 
Streets of Rage 2 $46 


Streets of Rage 3 MA-13 $56 
Super Street Ftr 2 MA-13 $66 
Supreme Warrior CD $52 
TMNT:Tournament Ftrs $39 
Virtua Fighters $79 
Wolverine:Adamntium Rg$58 
World Heroes MA-13 $46 
World Heroes 2 $56 


AX 101 CD $44 
Android AssualtCD GA $44 
Battle Frenzy CD $44 
Contra Hard Corps $49 
Crime Patrol CD $49 
Death Duel $49 
Drug Wars CD $49 
Exo Squad $52 
Fire Team Rogue $49 
Gauntlet 4 $42 


Keio Flying Squadron CD $46 
Lethal Enforc w/gunCD $56 
Lethal Enfrc 2 CD MA-13 $44 


Lode Runner CD $46 
Mad Dog McCree2CD $49 
Mega Turrican $36 
NovaStorm CD $56 
Predator 2 $22 


Rapid DeploymentCD $44 
Rebel Assit:3D CD GA $39 


Red Zone $49 
Robo Aleste CD $36 
Silpheed CD GA $43 
Soul Star CD $44 
Star Blade CD GA $44 
Star Strike 2000 CD $56 
Steel Empire $24 
Stellar Fire CD $44 
Subterrania GA $49 
Surgical Strike CD $52 
The Exterminators CD $56 
Total Carnage CD $52 
Urban Strike MA-13 $52 
View Point GA $56 
Zero Tolerance $52 
After Burner 3 CD $29 
Al Unser Jr Racing $46 
B.C. Racer CD $44 


Battle Corps CD MA-13 $44 
Championship Pro-Am $32 
Combat Cars $39 
Daytona USA $79 
ESPN SpeedWorld GA $58 
Flying Nightmares CD $44 
Formula 1 GA $49 
Formula1 GP CD GA = $44 
Grnd Zero TX CD MA13 $54 
Jungle Strike $39 
Knights of the Sky $52 
Lotus Turbo Challenge 2 $39 
Mario Andretti Racing GA$49 
Megarace CD $44 
Micro Machines 2 $54 
Midnight Raiders CD $52 
Monster Truck Wars $52 
Nigel Mansell Indy Car $52 
Outrunners GA $56 
Pacific Theater Ops $59 
Racing Aces CD GA $36 


Road Rash CD $52 
Rock & Roll Racing GA $49 
SeaQuest DSV $56 
Speed Racer $49 


Super Bike Challenge $49 
Super Strike Trilogy CD $52 
Tomcat Alley CD MA-13 $49 
Top Gear 2 GA $52 
Virtua Racing GA $69 
Wing Commdr CD MA-13$49 
Wing Commander 2 $56 
World Champ Rally CD $44 








[SU PP 2H 
MOTORCROSS'’ 
has all the ele- 
ments of the real ° 
thing: dust in your 
eyes, the mud in 
your hair. You 
may even find 
yourself crashing 
into a heap. Fea- 
tures 15 spine- 
jarring courses, 
3 classes of 
motorcycles, and 
2 perspectives. 
SEGA 32X $52 


‘STARGATE’ 
Step into the 
Stargate and dis- 
cover the truth 
behind the great 
pyramids of 
Egypt: They're 
not of this world! 
Based on the sci- 
fi/action-adven- 
ture movie. Fea- 
tures blazing 
sand storms, 
state-of-the-art 
morphing & aerial 
fighting. $54 





Aero Biz Supersonic $59 


Animaniacs GA $44 
BrainDead 13 CD $49 
BreakThru $44 
Caesars Palace $49 
Clue CD $39 
Columns 3 GA $46 
Crue Ball $36 
Dragons Fury 2 MA-13 $44 
Dune CD GA $49 
Dune:Batt Arrakis MA-13 $49 
Family Feud $49 
Generations Lost MA-13 $49 
Genghis Khan 2 $56 
HUMANS $36 
Jeopardy 2 (Deluxe) $49 
Jeopardy CD $49 


Jeopardy Sports Edition $39 
Lemmings 2:The Tribes $56 
Liberty or Death GA $56 


Monopoly $46 
NFL Trivia CD GA $49 
Nobunaga’s Ambition GA $39 
Operation Europe $59 
Pac Attack $44 
Pac Man 2 $52 
Panic! CD MA-17 $44 
Powermonger CD MA-13 $43 
Rampart $36 
Rise of the Phoenix $62 
Risk GA $46 
Romance 3 Kingdoms 3 $59 
Shanghaii 2 GA $39 
Star Wrs Chss CD MA13 $44 
Super Battleship $43 
Theme Park $44 
Third Wrid Wr CD MA13 $44 
Trivial Pursuit CD $49 


Warrior of Rome 3CD $54 
Wheel of Fortune CD $52 


Wild Snake $46 
Wirehead CD $52 
ATP Tennis GA $49 


Barkley Basketball GA $49 
Bass Masters Classic $49 
Bill Walsh College FB 95 $54 
Brett Hull Hockey 95 $49 
Champ SoccerCD GA $46 
Championship Pool GA $46 
College Football94 GA $52 
ESPN Baseball GA $54 
ESPN Hockey CD GA $58 
ESPN NBA Hgtm CD GA$58 
FIFA Int'l Soccer 95 $54 
Golf Mag 36 Holes CD $52 
Great Hvywghts MA-13 $46 
Hardball 94 GA $49 
IMG Int'l Tour Tennis $52 
Jack Nicklaus Signatr Ed $54 


Jammit! GA $56 
Jennifer Capriati Tennis $39 
King Salmon $42 
Legends of the Ring $29 
Links Pro Golf CD $56 


MLBPA Baseball GA $39 
Madden Football 95 GA $56 
Marco's Mgc Soccer GA $49 
Muhammad Ali Boxing $49 
Mutant League Football $38 
Mutant Lg. Hocky MA-13 $44 
NBA Action 95 $56 


NBA Jam Session Chmp $64 


NBA Live 95 $56 
NBA Showdown GA $39 
NCAA Football $54 


NFL Greatest Teams CD $46 
NFL Quarterback Club $64 
NFL Sportstalk FB 95 GA$54 


NFL Team Heroes $52 
NHL All Star Hockey CD $54 
NHL Hockey 95 GA $54 
PGA Tour 3:Europe GA $49 
PGA Tour 95 $54 
Payne Stewart Golf $54 
Pele Soccer 2 GA $49 


Pete Sampras Tennis $52 
Prize Ftr Vid Boxing CD $49 


RBI 93 $39 
RBI 94 GA $52 
Rugby World Cup 95 $52 
Side Pocket CD $44 
Slam City CD $52 


Slam Masters MA-13 $54 
TNN Bass Tournament $49 
Tecmo Baseball GA $50 
Tecmo Hockey GA $54 
Tecmo Super Bowl 2 $56 
Tiny Toon:ACME Strs GA$44 
Tony LRs Ultm BB 95 GA$54 
Troy Aikman Football GA $59 
Unnecessary Roughness $52 
Vitale Basketball GA $54 
WWFE:Raw $59 
WWEFSW2:Royal Rumble $24 
WWFSW:Rage Cage CD $42 
Wimbledon Tennis GA = $29 
Wrid Cup Gif Dorado CD $49 
World Cup USA GA $54 
World Cup USA CD $46 
Wrid Series Baseball GA $39 
World Trophy Soccer $36 


Genesis 32X System $159 
After Burner $46 
Alien Trilogy $62 
C2:Judgment Clay $59 
College Basketball $62 
College Football $59 
Corpse Killer $59 
Cosmic Carnage $59 
CyberBrawl $59 
Doom $59 
Fahrenheit CD $52 


Golf Mag 36 Great Holes $62 
Kingdom:Far Reaches $59 


Metal Head $59 
Midnight Raiders CD $56 
Mortal Kombat 2 $69 
Mother Base $56 


Motocross Championshp $52 
NBA Jam Tournamt Edit $62 


Night Trap $59 
Slam City $59 
Star Wars Arcade $52 
Stellar Assault $59 
Super Space Harrier $59 
Supreme Warrior $59 
Surgical Strike CD $52 
Tee Off $56 
Tempo $59 
Tomcat Alley CD $59 
Virtua Racing Deluxe $59 
Wirehead CD $52 





‘3D0 SYSTEM’ The interactive multiplayer attaches 
to your color television and stereo equipment. Fea- 
tures full screen, full color video playback and full com- 


patibility with audio, photo and video CDs. 


$399 
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‘DEATH AND 
RETURN OF 
SUPERMAN’ 


Brace yourself 
for a fight to the 
finish that lets 
you relive the 
classic DC comic 
book series! Of- 
fers 10 levels of 
super-powered 
battles and fly at 
furious speeds 
—until only the 
real Superman 
is left! $52 
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CAPCOM ‘THE PUN- 
ISHER’ Frank 
Castle was an or- 


€ 


F «special 


dinary family man 
until organized 
crime took his 


| family away. Now 


he's taking no 


_ prisoners on his 
mission to clean 


up the streets! 
Offers 6 exciting 
levels, many vigi- 
lante heroes, and 
attack 


moves. $56 








‘GEX’ It's GEX's 
mouth that gets 
him into trouble, 
but it's his tail 
that gets him 
out. GEX gets 
stuck in the 
Media Dimen- 
sion, where TV 
shows go to re- 
tire. GEX loves 
his suction cup 
paws and the 
fact that his key 
body parts grow 
back. 3D0O $52 





i“ KAS UO WE] 
“7 NINJA’ Beating 

your opponent 
; means sharpen- 
ing your fighting 
techniques and 
- acquiring secret 
‘items that will 
i help you 
through a 3D 
labyrinth. Offers 
death moves 
and enough 
blood to make a 
surgeon hurl. 
JAGUAR $59 





‘GENESIS 32X SYSTEM’ Genesis 32X will turn 
your existing Genesis and Sega CD into state-of- 
the-art machines! Features crisper & smoother video 


footage that have never been seen at home. 


$159 





Ascii Pad 

Game Genie 

Power Plug 

Pro Pad Programmbl! 
Super MTap & Bbmn 
Super Multitap 
Super Nintendo Sys 
SNES No Software 
Wireless Control Pad 


ActRaiser 2 


Addams Family Values 


Adv Batman & Robin 
Aero the Acrobat 2 
Akira 

Aladdin 

Arty Lightfoot 

Battle Clash 

Beauty & the Beast 
Beavis & Butt-Head 
Bebe's Kids 

Biker Mice from Mars 
BlackThorne 

Bonk’s Adventure 
Bonkers 

Bubsy 2 


Bugs Bunny:Rabbit Rpg 


Captain Commando 


Castle Wolfenstein 3D 


Chester Cheetah 
Chuck Rock 
Claymates 
Cliffhanger 
Congo's Caper 
Cool World 
Crazy Chase 


Daffy Duck/Mrvn Martian 


Death of Superman 
Demon's Crest 
Dennis the Menace 


Donkey Kong Country 


Dracula 
Dragons Lair 
EarthWorm Jim 
Flashback 
Flintstones 
Flintstones Movie 
Frankenstein 
GODS 
Generation 2 
Ghetto Blaster 
Ghoul Patrol 
Goof Troop 


Grt Cres Mystry w/Micky 


Home Improvement 
Hook 

Hurricanes 

Ignition Factor 
Incredible Hulk 


Indiana Jones Great Adv 


Inspector Gadget 
Itchy & Scratchy 
Izzy's Olympic Quest 
James Bond Jr 

Jelly Boy 

Jetsons 

Jungle Book 
Jurassic Park 


Jurassic Park 2:Chaos 
Knights of Round Table 


Lawnmower Man 


Legend Mystical Ninja 2 


$24 
$36 
$34 
$19 
$59 
$32 


$149 
$109 


$42 


$29 
$56 


Lester the Unlikely $42 
Lethal Weapon 3 $29 
Lion King $64 
Mega Man 7 $62 


Mega Man:The Wily Wrs $59 
Michael Jordan:Chaos $54 


Mickey Mania $58 
Ogre Battle $58 
Pagemaster $54 
Pink Panther $29 
Pitfall $61 
Pocky & Rocky 2 $52 
Popeye $52 
Porky Pig:Hntd Holiday $59 
Power Rangers $62 
Radica! Rex $54 


Ren & Stimpy Show $49 
Ren & Stimpy Show2 = $56 
Rocko's Modern Life $49 


Rocky Rodent $29 
Run Saber $29 
S.0.S. $46 
Scooby Doo $56 
SeaQuest DSV $59 
Shien’s Revenge $54 
Sink or Swim $49 
Skuljaggers Revenge $59 
Space Ace $39 
Sparkster $52 
Speedy Gonzales $52 


Spidy:Maximum Carnage $64 
Spiderman & X-Men $24 
Star Trek Next Generatn $56 
Star Trek:Deep Space 9 $56 


StarGate $62 
Steven Seagal $54 
Stone Protectors $56 
Sunset Riders $42 


Super Adventure Island 2 $58 
Super Empire Strikes Bk $52 


Super Godzilla $54 
Super Return of the Jedi $63 
Super Turrican $36 
Super Valis 4 $32 
Super Widget $39 
Sylvester & Tweety $59 
T2:Judgement Day $29 
TOYS $19 
Tales of Spike McFang $54 
Tarzan $52 
Terminator $39 
The Mask $59 
The Shadow $56 
The Tick $54 
Thunder in Paradise $54 
Time Cop $56 
Time Slip $29 
Tom & Jerry $29 
Tom & Jerry:Chase is On $58 
True Lies $62 
Untouchables $49 
Vikings 2 $52 
Virtual Bart $52 
Wayne's World $29 
We're Back $29 
Wizard of Oz $36 
Wolf Child $42 
X MEN $59 
X-Kaliber $29 
Yogi Bear $52 
Young Merlin $56 
Zelda 3 $39 


Zero Kamikaze Squirrel $58 
Zombies Ate Neighbor $49 
Zool $39 


Battletech $59 
Brain Lord $56 
Brandish $62 
Breath of Fire $59 
Curse of the Azure Bnds $64 
Dragon Warrior 5 $66 
DragonView $62 
Equinox $49 


Eye of the Beholder2 $69 
Final Fantasy Myst Qust $19 


Final Fantasy 3 $68 
First Queen $56 
Gemfire $54 
Golden Empire $62 
Illusion of Gaia $64 
Inindo $56 
King Arthur/Knights Justc $59 
Lord of the Rings $54 
Lufia 2 $59 
Magic Sword $49 
Might & Magic 3 $59 
New Horizons $62 
Obitus $58 
Paladin’s Quest $52 
Robo Trek $58 
Runes of Virtue $59 
Savage Empire $62 
Secret of Mana $59 
Seventh Saga $56 
Ultima 7:Black Gate $59 
Uncharted Waters $59 
Warrior of Rome 3 $52 
Wizardry 5 $39 
Art of Fighting $24 
Ballz $52 
Battle Blaze $29 
BattleToads/DbI Dragon $46 
Best of the Best $46 
Brutal $56 
C2:Judgment Clay $58 
Doomsday Warrior $29 
Double Dragon 5 $56 
Dragon:Bruce Lee Story $58 
Fatal Fury 2 $59 
Fatal Fury Special $62 
Fighters History $56 
Final Fight 2 $39 
Justice League $64 
Kendo Rage $29 
King of Dragons $56 


King of the Monsters 2 $52 
Kung Fu:Legnd Contins $59 


Mortal Kombat $29 
Mortal Kombat 2 $66 
Peace Keepers $56 
Power Instinct $58 
Power Moves $29 
Ranma 1/2 2 Martial Arts $59 
Rise of the Robots $62 
Samurai Showdown $59 
Shadow of the Ninja2 $54 
Shaq-Fu $59 
Super Combatribes $29 
Super Ninja Boys $39 
Super Street Fighter2 $66 
Survival Arts $56 
TMNT:Tournament Ftrs $39 
Ultimate Fighter $44 
WCW Super Brawl $52 
Wolverine:Adamantm Rg $62 
World Heroes 2 $56 


8 Hours $52 
Aero Fighters $52 
Air Cavalry $52 
Air Strike Patrol $56 
Al Unser Jr Racing $52 
Carrier Aces $52 
Choplifter 3 $44 
ESPN SpeedWorld $58 
Freeway Fly Boys $52 


Full Throttle Racing $56 
Michael Andretti Indy Car $59 
Monster Truck Wars $59 
Nigel Mansell Indy Car $59 
Pacific Theater Operatns $59 


Speed Racer $52 
Star Fox $49 
Star Trek:Starfleet Acad $52 
Street Racer $56 
Super F1 Roc 2 $49 
Super Mario Kart $39 
Top Gear 3000 $56 
Turn & Burn:No Fly Zone $52 
UniRacers $48 


Wild Trax (Stunt Racer) $52 
Wing Commd Secret Mn $49 
World Champ Rally $52 


Andre Agassi Tennis $39 
Barkley Basketball $46 
Bass Masters Classic $59 
Bassin’s Black Bass $62 
Bill Walsh College FB = $39 
Brett Hull Hockey 95 $52 
Cannondale Cup $56 
Championship Pool $49 
Championship Wrestling $54 
Dave Crane Amaz Tennis $29 


ESPN Baseball $49 
ESPN Hockey $58 
Elite Soccer $46 
Extra Innings $36 
FIFA Internatnal Soccer $52 
GUTS $54 
Hammer Lock Wrestling $56 
Hardball 3 $49 


Int'l Superstar Soccer $58 
International Tennis Tour $29 
Jammit! $58 
Jim Connors Pro Tennis $39 
Ken Griffey Baseball $49 
Legends of the Ring $39 
Looney Tunes B-Ball $59 


MLBPA Baseball $52 
Madden Football 95 $56 
Mega Man Soccer $49 
NBA Jam Session Chmp $66 
NBA Live 95 $59 
NBA Showdown $39 
NCAA Football $54 
NFL Football $39 
NFL Quarterback Club $66 
NFL Team Heroes $56 
NHL Hockey 95 $54 
Nolan Ryan Baseball $39 
PGA Tour $49 
Power League Baseball $52 
Pro Sport Hockey $54 
RBI 94 $49 
Slam Masters $56 
S. Sharpe End 2 End FB $62 
Street Hockey $58 


Super Bases Loaded3 $62 


Super Punch Out $56 
Super Soccer Champ 2. $54 
TNN Bass Tournament $56 
Tecmo Baseball $56 
Tecmo Hockey $56 
Tecmo Super Bowl 2 $59 
Tecmo Super NBA Bball $54 
Tiger Mask Wrestling $56 
Tiny Toon: Wacky Sports $52 
Troy Aikman Football $59 


WWFE:Raw $66 
Winter Olympics $49 
World Soccer 94 $42 


ACME Animation Factory $64 
Aero Biz Supersonic $56 


Animaniacs $54 
BreakThru $44 
Chessmaster $49 
Civilization $59 
Family Feud $46 
Genghis Khan 2 $56 


Jeopardy 2 (Deluxe) $52 
Lemmings 2:The Tribes $56 


Liberty or Death $59 
Lord of Darkness $56 
Mario Paint $54 
Metal Marines $59 
Mighty Max $54 
Monopoly $46 
Nobunaga's Ambition $46 
Operation Europe $62 
Pac Man 2 $52 
Pachi Slot $52 
Pinball Fantasies $52 
Rise of the Phoenix $62 
Risk $52 
Romance 3 Kingdoms 3 $59 
Shanghaii 2 $44 
SimCity $46 
Super Battleship $44 


Super Bomberman 2 $52 
Super Caesars Palace $49 


Super Pinball $49 
Super Tetris $49 
The Brainies $54 
Wario's Woods $48 


Wheel of Fortune 2 Dix $46 
Where Time Carmen SD $49 


Wild Snake $46 
Cybernator $29 
Exo Squad $52 
Fire Striker $52 
Fire Power 2000 $29 
Fire Team Rogue $56 
Galactic Defenders $56 
Lethal Enfr w/gun MA-17 $64 
Metal Morphin $58 
Operation Thunderbolt $54 
Super Mega Force $39 
Super Metroid $56 
Super R-Type 3 $56 
Super Sonic Blastman 2 $56 
Super Turrican 2 $52 
Tin Star $48 
View Point $54 
Vortex $56 
Wild Guns $54 


Jaguar System 
Jaguar CD System 
Alien Vs Predator 
Blue Lightning CD 
Brutal Sports Football 
Checkered Flag 2 
Club Drive 

Doom 


Dragon:Bruce Lee Story 


Hover Strike 
Kasumi Ninja 
Raiden 
Tempest 2000 


3DO System 
Alone in the Dark 
Doom 


Escape Monster Manor 


GEX 

Horde 

Megarace 

Off World Interceptor 
Road Rash 

Samurai Showdown 
Star Control 2 

Star Trek Next Gen 
Supr Street Ftr 2 Trb 
Way of the Warrior 


Neo Geo Gold Sys 
Neo Geo CD Sys 
Aero Fighters 2 
Agressrs Drk Kmbt 
Fatal Fury Special 
King of Fighters 94 
Samurai Shwdwn 2 
Super Sideks Scr 2 
Top Hunter 
WindJammers 
World Heroes 2 Jet 


GG Sys Lion King 
Beavis & Butt-Head 
Caesars Palace 
FIFA Int'l Soccer 
Lion King GA 

Mortal Kmbt 2 MA13 
NFL FB 95 Joe Mntn 
Shining Force 2 GA 
Smash TV 

Sonic Triple Trouble 
X MEN 2:Game Mst 


CD-| 200 Mgnvx Ply 
CD-| 220 Philips Ply 
7th Guest Digt Video 
Axis & Allies 

Burn Cycle 

Dragon's Lr 2 Dg Vid 
Escape Cyber City 
Inca 

Mad Dog McCree 


$249 
$199 
$56 
$52 
$58 
$59 
$52 


$359 
$399 
$52 
$44 
$46 
$44 
$44 
$44 
$52 


Zelda: Wand of Gamelon $44 










Fire Aero 
power-up 






Secret areas abound in this game. A good example is this area in the first act with hidden rooms that connect to other hidden rooms. 
Search the hidden rooms thoroughly — there may be more there than meets the eye. 
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Aero the AcroeBat 2 


(By Sunsoft) 


nor | You struggled long and 
ave | hard through the origi- 
nal Aero to send the evil 
Edgar Ektor to his maker, but 
he’s back! And when the evil 
returns, so does our little red 
hero with fangs. 

No longer just a circus 
act, Aero 2 takes you through 
many exciting new worlds. This 
huge sequel antes up plenty of 
challenge, which is why you'll 
want to begin your adventure 
with this helpful guide! 















| Drop-Drill 
Graphics Sound Control — FunFactor Challenge | Attack 
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Intermediate hs 
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16 megs Side view ~~ p With the 
Action/adventure Multiscrolling where the enemi min the Opening acts, 
1 player Passwords Es aren't very difficult 


7 worlds (45 levels) 
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Bell Castle 


To make it to the end of the 
game, you'll need all the 1-ups 
that the first acts provide. 


Aero Uncorked 





...fide them to hidden areas. 


The Epance Stage 





When you slide down the Bd 
and reach the end of Act 2, 
don't enter the portal right 
away. Instead, go back under 
the log... 





...to find the passageway that 
leads to the Chance portal. 








Power-Up and 1-Up 





In Act 2, jump up and grab the 
Double Attack power-up, then 

press into the wall. You'll find a 
passageway that leads to a 1-up. 


Healthy Hole 


090 
8 a 





In Act 3, look for a hidden pas- 
Sage where the corked tube is 
flush with the wall. 





Fist yOu ! ‘fa a health cube. 
But don't stop there — two hid- 
den rooms, which contain stars 
and a 1-up, await. 


No Bats in this Belfry 
%3 fe Pe” a at 
i | 
SDP) we 


aS Sa Sea as 
ye 1s . Fe i) Fe i, 
5 j eS 
one a : 


tu» 
ie 
=“ 


These swinging bells look like a 
regular part of the background. 
Beware! One hit from them is 
all it takes to finish you. 








= ree 


Don't forget to use xia 
your “looking” 
ability. The tren an 


Tac 





‘This ability ce can sometimes reveal hidden 
_ rooms full of treats like stars. 


Keep movin’ and groovin’ in 
the snowboarding section to 
rip through any trouble spots. 
Otherwise, the game play here 
is very straightforward. 






Mine Your 
Own Business 


Cruise Control 





This flying fat guy drops mines 
in front of you. If you keep an 
eye on him and maintain an easy 
(but not too slow) speed, you 
should be able to jump them. 


Rainbow of Treats 


Control your speed in this sec- 
tion to avoid the obstacles. 


— Everywhere 





When you see an arc of bonus 
items, there’s usually an obsta- 
cle underneath it. It’s a good 
indicator of when to jump. 


Build up speed on the flat ice to 
jump the large sections of water. 
lf you fall in, rapidly press the 
Jump button to hop across. 
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Fort Redstar 


Breakin’ the Wall 





Smash walls to reveal hidden 
passageways. 


Platform Shoes 





When you See a pOWe!-up, 
you'll need to find the invisible 
platforms that lead to it. If 
you're already standing on one, 
jump up and down to reveal 
the location of others. 


Cliff Hanger 


In Act 2, look for hidden 
power-ups like this 1-up by the 
Sides of cliffs. 


Boris: iva Boss Battle 





When you confront Boris, 
stand in the middle of the red 
Star. When he rolls down at 
you, jump up and hit him with 
your Drop-Drill Attack. 


32 





Boris Bites Back 





When Boris lands on the olat- 
form in the second part of the 
battle, his roar will drop stalac- 
tites from the ceiling. Don't 
attack him when this happens. 
Instead, concentrate on dodg- 
ing the stalactites. 


Burn, Boris, Burn 





When Boris jumps over Vo 
use your Spin Attack to hit him 
as he goes by. 


This lab, the site of Dr. Dis's 
many mutated minions, offers 
real technological trouble. Fol- 
lowing the arrows on the moni- 
tors is the most direct way to 
finish each act, but going off 
the beaten path is rewarding if 
you’re in need of bonus items 
and power-ups. 








Disco Fever 


The psychedelic backgrounds 
in this Fantasia-like level will 
disrupt your concentration. Like 
the Bell Castle level, you'll find 
more hidden power-ups here. 


Learn the Piano 


5175 


At the end of each act, you 
must pass a memory test to 
exit. Press down on the red 
lever and watch the piano keys 
play a song. You must repeat 
the tune by jumping on the 
correct keys. If you mess up, 
you get more tries. Hit the lever 
again, watch the keys, and 
keep trying. When you get it 
right, the exit door appears. 


Marva y77 


L 


x 
£ a.m) ov. 


ae a 
t 
» 
aN 
| 
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These pot-belly time = 
are motion sensitive. Move 
close enough to activate them, 


then quickly step away to 
avoid the blast. 


Clash of the Cymbals 





To safely clear the cymbals, run 
just after they consecutively 
clash twice. 


a Stands for Bonus 


eta * 

+ ' 

a 
— 


TH ea ce ce 
‘ | * ree nd 





pit 


in a 0 rae the “B” her you 
reach this area, and you'll go to 
a bonus stage with easy-to-get 
1-ups at the end of the act. 
Every level has a bonus stage, 
So look for a “B” in each act. 


rane 
SILITIFISISLIISITLS, 





Te Alter Ae iS sain 
fast; the best way to beat him 
is to use the Spin-Drill Attack 
when he swoops. 





At the ae of aR act yOu rT face Dr Dis's bolic mini-bosses. Dodge them when they 
Sweep across the screen and when they pause, hit them with a Spin-Drill Attack. 
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SWALPRO Half-Price Coupon 


YES! Enter my one-year subscription to SWATPRO for the unbeatable price of just $14.97— 
a savings of 50% off the cover price. That's just like getting two issues for the price of one! 


Name 


Address 


City State Zip 


~ 


| Bill Me Send to: SWATPRO, PO. Box 50309, Boulder, CO 80322-0309 


SWATPRO delivered bimonthly. Send foreign and Canadian orders prepaid, in U.S. funds with 
$8/year additional postage. Annual newsstand rate: $29.70. Please allow 6-8 weeks for delivery 
of your first issue. 


_] Payment Enclosed 


99387 
















out these ghosts with one hit. It Z Next Stop, 1-Up! 
makes crossing the platforms Ektor’s Engine Ps P , 
much easier. , i 


Quest for Fire 





Inthe final level, it's up to you --;Use the Drop-Drill Attack to 





to derail Edgar’s plans to cap- _—*Feak through the roof and 
ae ture all the circuses with this grab the 1-ups. You'll need 
Just when you think you've In Act 1, follow these rotating train of terror. cera boss battle with 











beaten the Alter Aero, you head 
to a new area for another round. 


platforms up to find the Aero 
Fire power-up. 


Killer Clown 


#0 ~ F240 


eee enaneanten 


2 Screamin’ Demon! 
x0 10380 5 fi 
MAELLLAAAAhh hhh hn 





It may look like a normal walk 
on the top of a train, but you can When you fight Ektor, land as 


fall into the area with the spikes. Many hits as you can before he 
jumps back into his hiding place. 


He heals while he’s hiding. 


Explode-a-rama! 






When the Alter Aero comes 
down with his punching attack, 
jump up and Drop-Drill him. 


Rperonriens 





| Don’t waste your health bat- 

_ tling these demon dogs if you 
can avoid them. When you 
see a switch, pull it and return 
to your last checkpoint. You'll 


Spitting Sculptures find a hole that leads to the 


The dungeon is one nasty 
game environment. Focus on 
getting out alive, not on beating 
the enemies. 























ek part of the game! Ektor launches plenty of 
oC bombs, so your best bet is to 
Real Skull Crusher duck and remain covered up. 





The stone heads aren't part of 
the background. They spit 
harmful flames! 


Ghostbus ter! 


EvVUGERmMI EK TOR THE 
i HS et THRILLS He a= “SEEN tg tEWN 
AMM HIS FHMGING, BESTROVYED 





The pointy things on the left The end tells you what happens to each 
_ are just the tips of these of the characters. Hmmm...sounds like 
| powerful skull traps. Keep more sequels are in the works. 

With the Aero Fire, you can take | an eyo out for them. 


~~ cininkaninssia sae eb asanalaaahiahanailasolarasaili 
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You’re not worthy? Maybe not, but you'll never know unless you try 
SAMURAI SHODOWN II. 
The long awaited sequel to SNK’s chart buster SAMURAI SHODOWN offers what you've been waiting for. . . 


CONTROLability. .. Totally awesome! VERSATIility. . . Available in many different formats. AFFORDability. .. It's. a 
NEO * GEO isn't it? POWability. .. More awesome “POWER” moves than before. YO DUDEability. . . Everyone will be 
talking about it! Enough said! Prove your worthiness. .. FIND IT... PLAY IT... ACCEPT NO IMITATIONS. . . 


SUPER HIGH TECH GAME 


SSNK 25520" 
J OF AMERICA 
20603 EARL STREET, TORRANCE. CA 90503, U.S.A. TELEPHONE (1) 310-371-7100 FAX: (1) 310-371-0969 





Kobe for days. The game play’s 


straightforward, but it leads 
you up numerous dead ends 


and side trips that take up your 


Sound Cantrol 


Price not available 3 acts 

cD First-person view 
RPG Multiscrolling 

1 player Save feature 





Metal is a helpful side- 
kick. Always listen to his 
sage advice, especially 
with respect to problem 


[An ee hess metal thin music im 
Neo Kobe, Vapan. Here's bow to catch yo 


By Game Over Man 






solving or your next destina- 


hold items as 


clues, and ana- jf 


lyze sub- 
stances. 


tion. He can also record vid- 
phone numbers, _ 
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_blaster 


You don't 
use the Wii 
isha, 
Often, but |e eres 
whe yu = 
do, you must be quick, espe- 
cially with the directional-pad 
diagonals. Practice at the 
range. Snatchers’ heads are 
particularly vulnerable. 


March 1895 


cep 











These two commands are the 
keys to uncovering clues and 
gathering items. Usually, you 
should Look — sometimes 
twice — before you Investigate, 
though at times you must 
Investigate before you Look. 
Look also usually picks up 
items. Try both options on any 
object and at any location. 


AEDS FLL GAS 4 






mi Always check Jordan’s com- 


puter ID File when you meet 


characters, then writedowns 
their names. InAct1,readthe = 


files for Katrina, Jean, and 
Napoleon carefully — they con- 
tain information that you'll 
need later on. 












It's a bloody mess, but you Napoleon. It’s a type of brandy, 






must Investigate the corpse a man’s name, and a 
and grab any loose items. data file in Jordan. Inves- 
Don't forget to take Little tigate all three at HQ. 





























John’s data disk. Keep your 
» guard up. After your investi- 
E. gation, return to Junker | After you scour HQ for | 
HQ to analyze your | Jean's personal stuff, go to Cooeecees 
findings. his house. lf you haven’t aa 
accessed Katrina’s file in . 
Jordan, you're stuck. When Napoleon knows 
you get inside, realize that the Outer Heaven’s 
note on the scrap of paper has | address. Shop at Plato’s Cav- 
a double meaning. Don't leave | ern before you visit there. 
without Jean’s photo. Next When you reach Heaven, 
stop: Outer Heaven. notice the doorman’s sneeze. 
Once you're inside, find Isabel- 
nee ean eR la — don’t worry, you'll recog- 
Sa) ee nize her. Be prepared to write 
! down her description of the 
mystery man; 
Metal Gear 
doesn't 





Fo | 
‘ a oat th abandon ~ 
‘wre pce arrerienl te Jeor 


4. This is where 


i acver's- 
called ft roe 





Junker Headquarters 
a a Return to 









When you discover Ivan and 
Freddy, you must visit Ivan 
before you check out Freddy. 


Junker 
HQ often, 
since 
many 
Clues to 
the mystery reveal themselves 

there. Constantly grill Harry 
and the Chief and scrutinize 

their taste in art. 


a 





58 i 
Konam: 
Junker 


oY <s mn i . S ; 
ve : BE) ete gh? 

“MN Fnilding, 
Headquarters 
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Name that Hospital | Reading Chinese 
When it’s time to decipher the 
name of the hospital, listen to 
Metal’s suggestions and 
remember the EAT ME sign in 
Alton Plaza. Here’s a clue: You 
might have one of these in 


your possession. 


Inside the Mystery 
| Hospital 

You must check out all the 
Ooms inside the mystery hos- 








ee te 



















sliding tracks. You 
: ing about that 






h ory banks. 


| Good OF Olen 

' At Oleen Hospital, you 
must show the video to 
¥ the receptionist before 

F youcanleave.Returnto — 
~ HQ and wait for Katrina’s call. | 


Back wittr enn Se 












By the time you reach Outer 
Heaven, you should have fig- 
ured out the name on the Chi- 
nese patient’s record. Yes, it 
starts with a B. Now rush back 
to Junker HQ and Investigate 
the Engineering Room and the 
Chief's Office. 


Peers | elu fo Mystery 


ep yg a ee men fhe oor now 
past uadasatendl to ph as wath) woul for 
a bit Mire work, (Allian You're 
a first-rare J anton Cn om in? 


Back at Junker HQ, call every- 
one in your phone directory. 
Before you leave for Outer 
Heaven, use Jordan to investi- 
gate Jamie’s info. 


































before 
you go 

anywhere 
else. 





When you return to the mys- 
aac 3 tery hospital, head to Room 3 
————— a and Investigate the vase. 

ge caver 6 eanent Downstairs, watch out for 
Snatchers. Remember, to open 
Room 3 you must simultane- 
ously operate Rooms 1 and 2's 


doors. 
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The Russians 






























iTetal ¢ iar 






Metal Gear ~~ ; . “wr : 
Ler’s analyzes this = little closer [ . rte of the wall of Niel ca,’ 
What city is related to all three T de. ; ; spArUnent. mal sen's 
oF these picturs<? : 


Uh, oh. After the mystery hos- 
pital reconstruction scenes, 
hightail it back to Junker HQ as 
soon as you can. Hold that 

thought as you escape into the 
lengthy Turbotubes. 





Moscow: A nice place to visit “Hires ACESS near une tne Here's Moscow. Notice any- 
and a major setting for uncov- se ~ | thing familiar? Go there. 
ering the Snatcher story. | 


The Secret Life Here are some answers you When you find the Snatcher: = i 
, need to recap the mystery thus | Cache, Investigate the contain- 
far: The Snatchers’ weak point | @S.Look and Investigatethe = 









is ultraviolet rays. They're Snatcher body. Be prepared for 
using the underpass to travel. | Murderous gun battle inside. | 
People sneeze whenever If you survive — and that’s a big 


Snatchers have been around | | —enjoy the 30-minute 


because of SNOW-9 pollen. show and get psyched for 
Snatcher 2. 


g 


Back at Junker HQ, someone 
comes out of the closet, Mika’s | “hen you locate this church, 
been attacked, and Harry’s in you re close — very close — to 
trouble. You must search for _| te solution. 
someone...or something...by 
checking and rechecking 2s ge 
rooms. Concentrate your ‘-~ ss Cie" ga tCHERS? 
return trips on the Chief's office a . 

— and remember Mika’s alone. 









Inside the Tunnel 
When you're down in the Tur- | 
botube, use Look and Listen a2 eee rienced MR 
often. When the Insectors el , | % ser ue Bas 

attack, use this trick: Double » he PR Wo ) 

tap Button C. 
That is, take 
two shots per 
Insector. Once 
you emerge 
from the tun- 
nels, get a taxi 
back to 
Junker HQ 
but be on the alert. 


S.W.ALT.PRO © March 1995 39 















Super NES Game ProFile 
Donkey Kong Country 


(By Nintendo) 


wor | With rendered graphics, 
vet | spectacular game play, 
and some of the most 
personable characters ever seen 
in a video game, Donkey Kong 
_| Country is really something to 
| go ape-spit over. The hop-n-bop 
action/adventure game play 
includes almost as many secret 
areas as it does regular levels. 
The unique graphics are a first 
in video games, and the music’s 
| so good that, for once, you may 
| be happy to turn the game off 
| and just listen to the tunes. 


Graphics Sound Control 


oS SMGAS) 
5.0 5 5.0 5.0 


‘1 | 


FunFactor Challenge 


$69.95 

32 megs 
Action/adventure 
2 players 


6 stages 
Side view 
Battery save 














Grab the first barrel you see 
just after you pass the con- 
tinue barrel. Throw it to the 
bottom right to open a door 
to a hidden area. 


oe % eae Bs 


Walk on top of the second set 
of trees, then fall straight off 
them after you pass the letter 
“OQ.” You land in a barrel that 
shoots you to a hidden area. 
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Winky’s Walkway 
Just past the continue bar- 
rel is a bonus barrel high in 

the air. Use Winky to help 
you reach the barrel or jump 
on top of the vulture. 





me — te gate cet eels energie te 


Stop and Go Station 
Look for a stray barrel out in 
: _ the open just past the con- 
Near the end of the level, you __‘tinue barrel. Carry it past the 
reach atire. Push the tireto  _-: Stop-and-go barrel and 
| the moving platform, then - down to the very bottom 
use the tire to reach the bonus __‘right-hand wall. Break the 
barrel at the top of the screen. _ Wall to reveal the secret door 
but watch out for the Rock 
Krocs who guard this area. 
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Jump into the first hole you reach in this level. It shoots you 
into the air. If you land a little to the right, a tire pops out of the 


ground. Push the tire to the right of the ledge near the second 
spinning wheel so you can jump into the bonus barrel above it. 





| Millstone Mayhem 


About midway through the first part of the level, grab this TNT barrel before the continue marker. 


‘od 


: 
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Throw it to the wall on the right underneath the spinning wheel to reveal a secret door. 
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Most of the Vine Valley stages are located in the forest and are infested with 
both Vultures and Zingers — two of the toughest enemies in the game. 





* 


Vulture Culture 






When you reach this point, push the first tire you come to after the shooting barrels underneath the bananas. Then jump up to find a 
hidden bonus barrel. 
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As soon as you jump off the last vine near the end of the level, a barrel pops out of the ground. 
Carry the barrel to the end of the level and throw it to the left off the ledge to find the hidden room. 
ry . 
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When you reach the arrow 
made out of bananas (after 
the continue marker), fall 
Straight down to reach a 
hidden area. 


Temple Tempest 
To find a hidden area at the beginning of the level, grab the barrel and toss it at the first ledge you 
reach after you jump over the first hole. 


Near the end of the level, grab 
this barrel and carry it down to 
the second tire at the bottom 

left. As soon as you come out 


| of the hidden stage, the barrel 


reappears. Bring it to the right, 
directly underneath the Manky 
Gong. The final hidden stage is 
to the left of the sign that’s all 
the way to the right. 











The obstacles in the Gorilla 
Glacier are tougher than the 
enemies. Diddy and Donkey 
are hard to control on the ice, 


and low visibility conceals and fall down to find a 





“After you a on the con- 
tinue barrel, go to the left 


some hidden areas. 
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bonus barrel. — 











Slipslide Ride 
You'll find this section after you pass the continue barrel. Fol- 
in ne low the vines all the way to the top of the ledge. Jump from 

~ level, jump on __ vine to vine and work your way to the top of the screen to find 
_topofanenemy a bonus barrel. Watch out for the Zingers. 

toreachthe i 

vine. Climb te 
_ the top of the 
vine and jump to 
the left. Grab the 
barrel and throw 
_ itagainst the 
wall to open a 
secret passage. — 
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<3 —_ Alley een nes When you reach the set of 


To get to this bonus barrel, you need Expresso. You can get three moving platforms after 

Expresso in the previous hidden stage or all the way back at the the continue barrel, jump to 

beginning of the level. Once you have Expresso, work past the con- the second moving plat- 

tinue point, then climb up and to the right until you see a Keg. From form. To find the hidden Really Gnawty 
the Keg, fly up and to the right to find a bonus barrel on a ledge. area, jump to the banana Rampage 


above the platform. This time around, the 


beaver’s jumps are more 
powerful and very unpre- 
dictable. Stay a safe dis- 
tance away from his jumps 
and pounce on his head 
when you can. 




















Torchlight Trouble 


After you pass the continue barrel, grab the next barrel you 
find and throw it toward the right wall. 


Rope Bridge Rumble Grab this barrel near the 


__ Atthe beginning of the end of the level. To find the ~f A 86——e 
level, go to the second hole secret opening, carry the on : : 
(it has a tire on either side barrel down to the exit sign . = 
of it). Fall into the hole to and throw it to the left. ; “a 


_ find the hidden room. 
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The Kremkroc level is mostly 
an industrial warehouse. The 
lights constantly flicker on 


and off, which makes it diffi- 
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Oil Drum Alley 


First, destroy the second 
-Manky Kong after the con- 
_ tinue marker. Then take the 

barrel and throw it to the 
right of the oil barrel. 


rick Track Trek 


WOrK ____ Atthe end of the level, go to the left and fall down to find a 
mets jus st tafter the first ae leap toward the enemies on the. | bonus barrel. 


ledge. F om there, jump straight to the bonus barrel. 
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Elevator Antics 
Flevaior Antics When you reach the end of 
When you reach the vines the level, instead of exiting, 
that the Zingers are climb- ride peeks mine cart. To 
ing (just before the continue __ an : ge tee a 
barrel), grab the third vine to the ledge on the right. i 
and climb all the way up. : = ry 
Jump to the right to go : Cans 
through the wall. . = * 





A little more than halfway through the level (after the continue 
barrel), four platforms with arrows on them fall to the floor as 
soon as you land on them. To reach the secret area, stand on 
the platform and ride to the banana below. 
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The majority of hidden areas 
are found in the earlier levels. 
Most of this level takes place 


Manic Mincers 4 
To find another hidden room, 
carry the TNT barrel thatson — 
the top of the mountain tothe — 
right until you reach the wall 

by the tire. To find the bonus 
area, toss the barrel at the wall. 


Misty Mine 

This spot is located after the 
continue barrel. Ride the rope 
all the way to the right and then 
Straight down to find a hidden 





As you enter this level, fall 
down the first hole you see. 


Loopy Lights 

After the continue barrel, you 
find-a barrel below a Vulture 
and under an on-off barrel. To 
discover the hidden area, grab 


the barrel and carry it to the 
right just past the jump. 
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Too JVC's acclaimed trilogy 
\| concludes with this 

sxe rousing finale. Like 
Super Star Wars and Super 
Empire Strikes Back, Jedi 
closely parallels the film it’s 
based on, which means you'll 
fight Jabba the Hutt, join the 
Ewoks, and face off against 
both Darth and the Emperor! 

Stunning graphics and 

sounds make this adventure a 
great galactic trip. Plus, Jedi 
poses new challenges, including 
the chance to play as Leia and 
an Ewok. Use the Force and this 
ProStrategy Guide, young Jedi. 
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duke it out against Darth, and a the En @ prof. 


Groner HAST 
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Lay off the Turbo Booster in the 
low-flying Landspeeder until 
you come to the long gaps. 
Going slowly over the ground 
enables you to scoop up items 
that are lying around. 





The sky gets lighter and the 
long gaps become longer when 
you're near the end of the level. 
Clear the longer gaps by simul- 
taneously pressing Button Y to 
Jump and Button B for Turbo 
Booster. Snag all the items you 
can before you exit the level. 










avoid being Ait. 
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By Captain Squideo 






Approach to 
SS iebhe’s Palace 


o. cL E 





When Jabba’s Palace appears 
in the background, keep 
bouncing up the ledges. Posi- 


On Tatooine, Leia in her tion yourself over a ledge when 


Boushh disguise is probably yqy fight aflyingenemyso 
your strongest character you'll have somewhere toland 
because her Twirl/Spin move if you're hit. 


easily gets her past enemies. 





Wastelands 





These persistent flame-throw- 





Watch for dark holes as. 


ing attackers are tough. Super 
_you bounce around the Jump over them and hit ’em 
_ Tatooine wastelands. | 
from behind. 
Either sharp towers... 















, OF snaky creatures will — 
Seuarly leap out-of them: j 
Super Jump past them to 4 





<s 
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4) _« Palace £5: < paneer me se. ‘Attackon 





ee Start swingin’ your weapon Scramble the eggs in the Ran- 

A heart's waiting out on the whenever you leap or fall to cor Pit to find power-ups. 2 ell 
grate, but dont just run to It, OF new platforms in Jabba’s city 
you I fall inio-a prt instead... | Palace. Hungry enemies lurk 


around every corner. 





Han finally makes an 
appearance inthe game. 
Take advantage of his 

~ long-range gun to nail —_ 

flying enemies... 





To find a pathway to areas 
below you, repeatedly hack at 
the skeletal bridges until they 
off the ae Prisoners are waiting to reach _ break apart. 

out and touch someone, so 
don't linger in front of the cells. 





e ‘quickly Super Jump-on and 











...and shoot from the for- 
ward part of the: ship so 
you have somewhere-to 
fall if you have the shocks 
ing experience. of being — 
J “knocked backward. ; 
.. then turn and nail the beast : 
that leaps out from the pit. 





Put the monsters in Jabba’s 
tunnels on ice with Luke's 
Freeze Force Power. 
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Luke begins his attack on the immense Sail Barge flying outside Jabba’s Palace! 
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Clear out enemies before you 
leap onto platforms to avoid 
being Bue off. 


waLoube © 


ge 0. 


When you reach the far-right 
platform on the Sail Barge, 
don't immediately jump up to 
the level above you. Instead, 
continue right to find hidden 


weapons and R2-D2 off-screen. 





- Because he has the longest 
health bar, Chewie is a good 
choice for tough fights. He can 
_ fire safely from a distance with 
his long-range gun. 
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Along the top of the Sail Barge, 
beware of armed enemies and 
moving machinery. 


52 











Swerve to pick up hearts and 
nail enemies, but don’t touch 
the trees with your Bike. 


re Seer. 
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In addition to shooting enemy 
bikers, you can also bump 
them from the side. 


Stuck without a way up? Wicket 
makes instant platforms by 
firing arrows into the wood and 
bouncing upward off them. 


Peritivatet ites 


Wicket can shoot upward 
through platforms to nail ene- 
mies lurking above. 









Lightweight Wicket is 
easily pushed off platforms. 
Don't fight near the left... 







..or right edge of the 
trees in the Ewok Village, 
or you'll see what happens 
when an Ewok tries to fly. 









instead, Sam TioMiag Wp 
the center of the tree and 

repeatedly fire your unlim- 
ited Supply of arrows. 










You can’t relax when you make 
it to this elevator — flying ene- 
mies will swoop in and knock 
you out. R2-D2 is waiting up in 
be skinny tree to the right. 
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Wickets Swing move ct comes in 
handy when you're trying to 
reach high places. 
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When you tet to the top of the } 
great tree, run to the bridge to 
the right, and you'll find R2. 





Don’t just slide down this water 
chute. Use your Jump move to 


. control your motion, and you 


Can Scoop up more items on 





Keep moving as you ascend 
this tree. If you linger, incom- 
ing attackers will push you to 
your doom. 








This tough tn pe requires s some 
good shooting. Near the tree- 
top, create new platforms with 
your arrows, then bounce off 
them to the bridge on the right. 





Before you join the main action 
up the tower on the left, run to 
the far Bat to snag a =" heart. 





When you're jumping up the 
towers, aim for the flat plat- 
forms, not the cylindrical ones. 





If you can’t immediately blow 
up the approaching TIE fighters, 
destroy the green shots they fire. 
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Try to take out fighters from 
long range. Up close, they move 
too quickly to hit consistently. 


Take out the waiting machine 
gun, then blast through this 
wall to reach the platforms 
beyond. Similar walls conceal 
power-ups in this level. 
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After crossing the series of 
moving platforms, jump up 
from this final rising platform. 
Above you is a hidden floor 
where you can land safely. 


at fe 





The large floor disks in the 
Death Star will open up to 
reveal an enemy who shoots at 
your back as you run past. 





Use some of your Heal Force 
Power to sustain you while 
dueling these flying attackers. 
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Blow up these large rolling 
bombs before they detonate. 


Because you have so many 
fighters to shoot down, grab- 
bing hearts to stay airborne is 
one of your priorities in the 
Millenium Falcon. Button B 
speeds you toward hearts. 


fai Con St apere 
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Like Vader, the Emperor is 

_ most vulnerable when he’s fly- 
ing or aiming his shots away 
from you. Jump in swingin’ 


You! re harder to hit when you 
keep moving and banking. 





Your priority is to avoid hitting 

_ the sides of the Death Star as 
you blast through with the Mille- 
nium Falcon. Don’t worry about 
the fighters that occasionally 
appear. Use Buttons L and R to 
spin the screen and punch But- 
ton B to boost your speed. 


Avoid fighting to reduce your 
risk of damage. Look for the 
few safe spots in the Tower 
where you can wait for attack- 
ers to go by harmlessly. 





Ht . 
As you fight the Tower ene- ete, 
mies, watch out for the subtle rn a ‘ie ; 
fire along the floor. It’s hard to - wae 
notice, but it’s deadly. ” o@ 
£ Z 
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Just when you thine oe = 
INk you’ve naj 
Small, creepy boss, he ae 





prAny 





This bloated bo 





SS tosses SMall Creatures 


and whips YOU with his tail Watch out 


IS Minions 
Ody as he retreats 


for his charges, too, Blast h 


makes boulders fall on you. Defend 
and fire at his b 


yourself from both attacks with your 
Deflect Force Power. Hit him on the 
main part of his body, not on his arms. 
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Just before the Sail Barge boss whips boss. Pelt him W 
his chain at you, he looks away, giving 
you a split second to time your jumps. “. 
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Ewok Villa 


= 


geB 
a 


oN 






Bean feet 





This boss pus standard charge-antre 
ee Hs Standard charge-and-fi 
Ba te Jump over him and shoot safely 

} _- TOM the edge of the screen, 
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Use your Deflect Force Power to block 
Vader's attacks. He’s most vulnerable 
when he’s flying above you. 








: ie the two mobile bosses, 





ou batt ‘odically fall 
tt for the bombs that Sant So, : 
have much range, SO Its “s' rad : : 


their small explosions. 





: ‘ni Its are the open holes 
' has several ways to finish Worse than the bo 
Soe i 4 “i allan quickly to new platforms — he creates in n: ve id aby 
—— , ightning bolts. on. One fall, and it's good-bye! 
pe 4 q to dodge these lightning the topmost platform so you'll have a 

x place to land if you fall through. 
The trick to beating this boss is Staying on 
the moving platforms. His horizontal shots 
are easy to dodge, and he doesn’t need a 
lot of hits to go down, but if you fall off a 
platform even once, you're a goner. Keep 
moving so you’re harder to hit. 











are Enough to Keep you 
moving all around the 
game, including one that 
rockets you right into the 
final lever: 


a. ee Level 2: RLGQMN 


We'll be giving you all the lg 2IEMRG 
Passwords in an upcom- _Level g: LZLKIF 
— Meanwhile, here Level 9: oe 
K—. - Level 49: ZZSTXZ 
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Super NES Game ProFile 


Super Punch-Out! Bear Hugger 


asain 8 Bear Hugger’s immense, 
a= Super Punch-Out! brings but he's pretty easy once 
ver | one of the most popular you find his weakness. His 


RATED 







































es Sidon mecaee stomach isn’t it — he'll just 
a | stick out his tongue and 

a iefaune cca give you a raspberry. Pop 
four different circuits (the last him in the face and when 
is a special hidden division), his hands fly up to crunch 
trying to find each opponent's you, hit Down to duck. He 
weakness. | 

This strategy guide gives 
you the lowdown on what you 
can expect from each foe and 
how to clobber them to become ane 
the all-time champ! Be yet 





Graphics Sound Control FunFactor Challenge 


Ae) e © m 


Intermediate 


$59.95 16 opponents 
24 megs Behind-the-boxer view 
Battery save 







blocks byp ing Up on : 








Your first foe is an old 
wimpy fighter, but if you 

don’t assert yourself, you'll 
“end up flat on reyour back. 






















Piston fights tough, but 











once you know his strate- 
gy, you can take him out Bald Bull | 
quickly. Pace yourself by Wait for Bald Bull to swing 
putting a punch in here at you, then unleash three 
and there and dodging or four punches — one 
when he takes shots at stomach punch followed 
you. When he backs up by a flurry of fists to the 
to ready a flurry, use your face usually works. Keep 
blocks to squelch the threat, up your onslaught until he 
alternating hgh and low gets mad and drops back. 





ati 


vir 
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Take out Bob with a strategy 
that’s similar to the one 
you used on Bald Bull: 
Wait for him to telegraph 
a punch, then pound him 
a few times. Bob also 
drops back, then charges 
you. Dodge to the side and 
cover him with punches. 
During a match, he may 
throw out two quick hooks, 
but they can be absorbed 
with low blocks. 


Dragon puts up a much 
harder fight. First, you 
must learn the timing of 
his punches. Once you 
have that down, you can 
dodge his blows, then 
counterpunch him hard 
enough to send him flying 
onto the ropes. Duck when 
he ricochets across to the 
other side and comes at 
you. Finally, after a knock- 
down, you have to dodge 
his kicks. Dodge to the side 
opposite of where he’s 
Standing. When his image 
doubles, he’s about to 
regenerate his health, so hit 
him before he can regroup. 


















































More pro wrestler than 
boxer, Masked Muscle has 
some nasty tricks up his 
Sleeve. Mainly, they come 
in the form of spitting in 
your face, which blinds 
you and leaves you tem- 
porarily unable to fight. 
Learn his pattern and dodge 
each punch. His combo, a 
couple of punches followed 
by a vicious head butt, is 
particularly devastating. 
Dodge all three blows, then 
take advantage of the open- 
ing after he misses by deliv- 
ering your own combo. 
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Don't get too greedy with 
Sandy. Wait for his punch, 
then return fire with one or 
two punches. His power- 
packed uppercut comes 
after he shuffles his feet. 
He also signals his other 
knockout blow, the triple- 
hit combo, by quickly bob- 
bing up and down just 
before he unleashes it. 
When he delivers it, quickly 
duck three times, then un- 
load on him. If you can 
pace your hits without get- 
ting tagged, you can trade 
your regular punches for 
Super punches. After he’s 
knocked down twice, he 
becomes really difficult to 
beat, serving up more com- 
bos and fewer openings. 
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First, dodge the Clown’s 
combos, then attack. Duck 
under his clubbing backfist 
to save your health. Don’t 
bother with his stomach; 
like Bear Hugger, he just 
shrugs off belly blows. 
When he rocks back and 
forth, he'll throw his arms 
up, lock his gloves onto 
your face to drain your 
health, and quickly toss 
you to the side for a KO 
punch. Duck the first move 
to break the chain. When 
he juggles, he tosses a pair 
_ of balls at you; Move to the 


This preening pugilist 
packs some punch in 
his...well, punch. Watch 
his combos and wait until 
he’s done before taking a 
shot at him. Also, the 
advice he gets from outside 
the ring can help you. Exer- 
cise A is all high punches, © 
Exercise BEY papell 
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This Irishman puts out 
pairs of jabs and a boom- 
ing uppercut from a crouch. 
He also has an up-down 
combo like Piston Hurri- 
cane that you'll know how 
to evade. After he’s been 
punched a few times, he 

| Starts the came again; 
t one beg ins with © 



















At only 120 pounds, 
Kagero should be an easy 
mark, right? Don’t count 
on it. He has some quick ene : 
uppercuts, but if you : eS aoa | nes 
dodge them, you can tag et 3 
him consistently. Keep an 
eye on his hands because 
he gives away most of his 
punches in advance. Also, 
he uses a weird hait-swing- 
ing ron first eh es 









boxers who make 
up the Cadac | 
cuit. Go for it! Oth- 
erwise, you'll end 
up in the locker 
room with your 
head hanging low. 
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Baseball action so realistic, 
you'll be tempted to cork the bat. 


The new Batter Up™ electronic bat lets you swing against the toughest pitchers in the major leagues. But forget about 


pressing buttons on a boring controller. With Batter Up* your biceps control the bat, not your thumbs. And there's no room 


allen 


\v's 4 Hip, | 


for whiffers. Best of all, it’s compatible with the most popular video baseball games 


around. Pick it up at your favorite video game retailers. And remember, don’t 






wear your cleats in the living room. 


‘ Game systems and cartridges are each sold separately. Batter Up™ is o trademark of Sports Sciences Inc., 
Ga sports - available for ® 2075 Case Parkway South, Twinsburg, OH 44087, (216) 963-0660. Sega™ and Genesis™ are trademarks of 
~<a SCIENCES « SEGA GENESIS and SUPER NES 7 Sega Enterprises, Ltd. All rights reserved. Super Nes® is a registered trademark of Nintendo of America ©199 
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If you’re going to beat this hot arcade fighter, 








you need basic Instinct! Here are some preliminary 
moves from an early version of the game. 


By Bruised Lee 


BASIC CONTROLS 


Backgrounds 





In some backgrounds, 
such as the Bridge and 
Chateau levels, the ground 
raises in the corners. If 
you're cornered, standard 
blocks won't protect you 
from your opponent’s low 
or regular hits. 

In backgrounds like the 
Rooftop level, the rooftop 
rotates when you reach the 
edge of the screen. If 
you're not ready for the 
sudden movement, it can 
completely disorient you. 


Controller Legend 


Quick Punch Medium Punch 
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Quick Kick Medium Kick 
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Use the level to your advan- 
tage. Some of the back- 
grounds scroll in such a 
way that you can go any- 
where in a level, even 
move great distances 
apart, despite your oppo- 
nent’s position. 

The view scales in and 
out when you move. This 
scaling makes it possible 
for you to toss an extreme- 
ly long-range fireball, then 
toss two or three more and 
follow them in, despite the 
usual postfireball lag time. 


N= Up 
A = Up-Toward 
— = Toward 


Fierce Punch 


JY = Down 


Fierce Kick 


Ny = Down-Toward 


Rounds 





Instead of the standard 
round system where char- 
acters fight one round, 
then begin the second with 
equally full life bars, Killer 
provides each player with 
one long life bar — but only 
displays half of it. You 
defeat a foe when you 
destroy half of their life bar. 

This gives you a big 
advantage in round two, 
since your opponent begins 
with only half of their life 
power and you begin with 
whatever remains of your 
total life power. 


i = Down-Away 
€ = Away 

RK = Up-Away 

FK = Fierce Kick 
FP = Fierce Punch 


Rapidly = Hit the indicated button rapidly. 
() = Execute commands in parentheses simultaneously. 


Special Note: All techniques are described under the assumption that your character 
is facing to the right. If they're facing ses reverse my joweid and _ commands. 
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Last pe 


If var of ore can't pull 
off the fatality quickly 
enough, you can wiggle 
the joystick and slam the 
buttons to escape for one 
last chance to beat them. 


Low Blows 


If you're in a crouching 
face-off with your attacker, 
hold Down-Away, tap 
Fierce Punch, and you exe- 
cute a high move that they 
can't block low. From 
there, roll into a combo. 


Killer's combo system 
uses an auto-second 
design: When you hit the 


K = Press any Kick Button 
MK = Medium Kick 

MP = Medium Punch 

P = Press any Punch Button 
QK = Quick Kick 

QP = Quick Punch 


Motion = Move the joystick in one continuous, smooth motion. 
Tap = Tap the directions indicated in sequence. 
Charge = Hold the direction indicated for the number of seconds indicated. 
Close = The move must be done when close to the enemy. 
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right sequence of buttons, 
a combo automatically 
executes. Prepare for your 
next move while the 
combo’'s executing. 

Each character has 
their own set of combos 
and unique combo break- 
ers, which enable you 
to bust out of a multihit 
combo for an offensive 
attack. 






SPECIAL Tecamuoees 
Swinging Double Roll 





Charge € two seconds, Charge € two seconds, Charge €- two seconds, 
Tap >, QP Tap >, MP Tap >, FP 


No Mercy 


/ Ne Yap ps hy) >» Ver 





Charge € two seconds, Charge € two seconds, Charge € two seconds, 
Tap >, QK Tap >, MK Tap >, FK 





Tap >, >, >, MP 


Special FECHNIQUES 
Fi reball Uppercut 





Motion J u>P.Totoss  Motion> YJ uP To Teleport in front of 
multiple Fireballs, Tap €, your attacker, Motion rf. 
€©, ¥, &, 2, OP. €evVeP, Jo MERCY 
To Teleport behind f 
your attacker, Motion Nember Ove 








Motion > NJ 2 €FP 
(stand two characters’ 
distance away) 


Motion > ub ¢ €&P Charge € two seconds, 
Tap >, K 


Motion ud ¢ K 
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Speciat VEcuuioues 
Fireball 





Motion J uP 






me Number One 


(tds 


Motion=> J YP 


Flying Kick 





Motion Y J ¢ K 


Tap €<, >, >, QP (Close) 





Fireball 


FPPVUABECK 


Motion J uw >P 





Tap €-, €, €-, MK (stand one character’s distance away) 


62 





ss No Mercy 
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Ry € Led vo eddie. 
Tap >, P 


Speciat FECHNIQUES 





As Spinal, you can morph 
into your opponent only 
when you’re doing a 
combo. In the middle of a 
combo motion, Tap Y, V, 
¥ and then finish your 
combo motion. At the end 
of the combo, you auto- 
matically morph back into 
Spinal. 





Motion 4 NV > K. To 
direct the Fireball up or 
down, push f or | as 
the Fireball flies across 
the screen. 


Spinning Axe 


Collect Fireballs 





When your attacker tosses 
a Fireball, Charge €, hold 
down QP. Your shield glows 
and collects your attacker’s 
Fireballs. You can hold 
multiple Fireballs at a time. 





Tap >, >, P 
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Speciat TECHNIQUES 
5 





Motion YY  P. While 
in the air, Motion J \& > 
and P to plunge the axe 
into your attacker. 








To Teleport in front of your © 
attacker, Tap |, J, and 
FP. To Teleport behind your 
attacker, Tap |, WY, FK. 








GLACIUS 






Speciat Tecuniques 
Teleport Bouncing Fireball Shoulder Charge 










ed 
p és 
ota 


To Teleport behind your Motion ) SP Charge € two seconds, N iY iN 
attacker, Motion J Y > Tap >,P J 0 J ERCY 


aK Nober Oye 
Teleport Uppercut Blade Arm * 
al ‘ 










Motion J 2 © QK 


RIPTOR 


Motion WY | ¢ OP | 
(Close) 


Motion 4 \ —> MK or FK 















Specia: Tecumioues 


Speciat Tecuniques a 


Tiger Morph Fireball 


in. 5S —_— 










Motion | 2 &—P 


Head Butt Air Fireball 


Charge € two seconds, 
Tap >, P 


Spinning Kick 


\ 


ee = ™ 


Motion &Y J @ FP 





|| Charge € two seconds, Jump, Motion J 2<€P 
Tap >, P 


Charge € two seconds, 


Tap >, K N 0 Mer ay Tap €, FK Flip ce neaee | Attack 


-— 





Charge € two seconds, 
Tap >, K 


Motion &Y J ¢ K 





Motion | > < QP (Close). After your attacker trans- 
forms into a frog, Tap FK to step on ’em. 
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Air Charge 


Tap >, ->, P. Jump to per- 
form this move in the air. 


Flame Torch 





Tap >, >, K 


Uppercut with 


Motion >) NK ~ 


Each character has multi- 
ple No Mercy attacks. For 
example, Spinal’s other No 
Mercy is: Tap >, >, >, 
QK (stand two characters’ 
distance away). 


Ye 


INDER 
Speciat Fecuwioues 











Outline 


Motion > UU JY ¢ < OP. 


Projectiles can’t hurt Cinder 
while he’s in outline form. 


Invisible 





Motion > \& J ¢ < FP 


Mini Flame Torch | How! 


Tap €, €, QP 















Ultra Ending Combo 
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Speciat VEcHuiques — 
Spinning Claw 


Jump Attack 
a 





Charge €- two seconds, Charge < me succor 





Tap >, FK Tap >, P 
Claw Roll Charge Uppercut Fire Bat 
om 





Motion li ~ <P 


Charge € two seconds, 
Tap >, MK 


Charge € two seconds, 
Tap >, QK 













Motion a be ‘ FK. Per- 
form this move before 

other moves to increase 
their power. 








Each character has a 
combo that they can per- 
form on their opponent 
only when their opponent 
is extremely low on energy. 
When you hear the low- 
energy chime, execute 
this combo. For example, 
Orchid’s ending combo is: 
Charge € two seconds, 
Tap ->, FK, Charge € two 
seconds, Tap >, FK. 
Orchid will automatically 
deliver roughly 20 hits! 
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BES < | p Ae THE W uA N ADVENTURE 
OFFICIAL PLAYERS GUIDE FOR THE HOT NEW VIDEO GAME FROM ACTIVISION 


rey WRITTEN BY COREY SANDLER 
“iM his strategy guide is jam-packed 
with all the secret tips you'll need 
to score big on Pitfall for the 
SNES, Genesis, and Sega CD. 
Embark on a mystical adventure 
through the Mayan Jungle to save 
your father from the ancient 
Mayan Warrior Spirit. 
e Thousands of color 
screen shots! 
e Secret game-saving codes! 
e Full detailed maps .of all the 
game levels! 








Shipping: 
¢ US $4.00-plus $2.00 

for each additional book 
¢ Canada $6.50-plus $2.00 
for additional. book 

¢ Outside the US $9.95- 
plus $3.00 for each 
additional book © 


Allow 2 to:3 weeks 
= for delivery 





























aie order Pa rs Pitfall: The Mayan Adventure Official Players Guide 
and mail with payment to: Check / Money Order CIVISA (1 MasterCard Subtotal 
Card # Exp Tax tert IL: 8.25% ; 
GAMEP RO : | Signature | _ 
7 66599 | —_ = 
P 0. BOX p Address 














S AN: MATE 0, C A 94402 City / State / Zip 7 sae 


Pitfall: The Mayan Adventure —_ Pitfall! and Activision are registered trademarks of Activision, inc. Pitfall; The Mayan Adventure is a 
trademark of Activision, Inc. All rights reserved. © 1994 Activision, inc. Nintendo, Super Nintendo Entertainment System and the official seals 
are registered trademarks of Nintendo of America Inc. Sega, Sega CD and Genesis are trademarks of Sega Enterprises, Ltd. All rights reserved. 
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Once you drop to the rooftop, 






you can forget about regular 


10ves wants to eliminate 
you. There are no innocent 
civilians here, So waste any- 


\ i | specials to assume Sly’s 
=x role; here’s all the info 
you need to demolish this game! 
Closely following the 
film’s story line, this disc chal- 
lenges gamers to shoot, drive, 
and fight through five intense 
missions. As John Spartan, you 
must bring down the sick and 
twisted Simon Phoenix the only 
way you know how —- the Demo 
Man way. 

















66 Sound Control a) Challenge 





Price not available 
CD Multiple views 


B10) 


5 missions 







Action/adventure 
1 player (2-player 
fighting levels) 


Multiscrolling 
Passwords 



















Keep an eye on your bullet 
count. Reloading takes time, 
and your best defense is a 
loaded gun. When you're down 
to around five bullets, use any 
pause in the action to unload 
the leftovers and slam in a new 
clip. You'll experience no 
reloading delays with power-up 
ammo, so grab it if you can. 


e Unofficial John Spart: 
Strategy Guide to... 


By Tommy Glide 


_ AMission. 1: The Fortress 





Plenty of health, 1-ups. and ammo are 
hidden on the rooftop. Go for them when 
no enemies are immediately on-screen. 
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ON 















There’s a grenade-tossing enemy ic ne 
the standing barrel. Shoot the barrel — 
right away to rid yourself of the enemy 
and his pesky grenades. 









When going hand-to-hand with 
Phoenix, use the highly effec- 


The sandbags offer no power-ups, eine - tive crouching uppercut when 
__ your enemies make good use of their he’s in close. 
. oO 


—---= 


saponry he Bo 








=—_ i. a Pa Me Use your high block and counter with a high — when sed 
Vy “OMe | See eek = moves in tight. 

aes a Phoenix is invulnerable when 
he’s behind this heavy-artillery 
gun, so don’t waste your bul- 
lets. Instead, shoot the bomb 
hanging from the plane over 
his head. - 





Shoot the control nar and 
continue blasting it until the 
pointy chandelier moves lower 





on the screen. 





When the chandelier is fully 
lowered, blast the top of it to 
make it drop on Phoenix. 
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SOMEWHERE 


OVER THE RAMBO} 


Drop below the city streets in 
pursuit of Phoenix. Although 
its tempting, don’t run around 


blindly — especially around cor- 


ners. Your objective here is to 
find the exit. The scanner is 
helpful for locating enemies, 
but it inhibits your view of the 
tunnels. Pop it up for quick 
looks and then put it away. 


Endless Ammo 





You’ I take ess “ane t fy yOu 
shoot your opponents from a 
distance. Since you have 
unlimited bullets, unload them 
on the enemy. 


When Spartan climbs on the 
roof of the car, you'll become 
his partner, Huxley, and take 

control of the wheel. 





Point of Reference 





Clutter like this post ahead are 
good landmarks. Use landmarks 
as reference points when trying 
to find your way out. 


Fiery Phoenix 





If Phoenix gets in your face, 
fire rapidly at him. If he doesn’t 
turn back, retreat to let him 
pass by. You can’t take him 
Out, So keep your damage low 
by avoiding confrontations. 





e Se ek ] J) 1, WP 
Press and hold Up on the 
directional pad for maximum 
speed. The left lane is the easi- 
est to drive in, but you must 
switch lanes to collect fuel. 
Make sure you hit the painted 
“fuel ahead” dead on. You'll 
need about a half tank (three or 
more refuelings) to beat 
Phoenix in the next stage. 
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Exit Stage Left 





When you see a pipe to your 
right and a post ahead on the 
left, go straight to the end of 
the hallway and follow it 
around a few corners to reach 
the exit. 





‘ 


ek icf ie ‘kt )- 


Phoenix i is all over the road | in 

the cop car just ahead. Get in 
the middle lane and aim for 

his bumper. 
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What's Behind Door 
Number One? o 





This red door leads out 
endless tunnels. 


Pistol Perfect 








It’s back to the shooting gallery 

for the final stage in this mis- 

sion. The bad guys will pop out 
more frequently, but the action’s — 
the same — shoot it if it moves. 








When you fight Phoenix on the 
hood, your fuel level works like 
a time meter. Running out of ~ 
gas will cost you alife.Stand 
as close as you can to the edge 4 








of your car and hit Phoenix — 
with continuous foot sweeps. 
Beating him this way is eas 
but foot sweeps do little dai : 
age, so you'll need about a half 
tank of gas to knock i out. 


a: The Cryoprisor 


Gray Area — 


FROZEN FEL ONS Ice, Ice, Baby 


Phoenix plans to free all his fel- 
low psychotics from their blocks 
of ice. Stop him at all costs. 


Been Here Before? 





The climatic freeze and decapitation fatality 
should have been part of the game. 


The doorway is gray and blends 
in. You have to search carefully. 












. Instead, though, you get to watch. 
Heavy-Duty You may have already shelled 
Henchmen out seven bucks to do that 





- , last year at the movies. 
As in the Tunnels mission, use 


these objects in the hallways as 
reference points. 


Follow that Creep 





In this final shooting-gallery 
Stage, the villains pop up 
everywhere. Stay alert. 


The One-Two Gombo 





Phoenix gets really nasty here. 
To survive, avoid confronting 
him and follow him from a 
Safe distance. 


oo 
- 
RR 


it jeeala 

Radar Love is | £39" i 

-- When Phoenix rushes in, throw a head kick mt follow with a 
crouching uppercut to inflict heavy damage and knock him away. \ 


a \ 4 
‘Sa. S opAGES! 
C 














ant to pla 

Once you've cleared yOu aig like th Tunnels \ 
acret levels \ 

out most of the : “ath oprison 114 = \ 

attackers, use your e game | 

scanner to feck pe she : ut losing 4 . \ 

Phoenix. When he blips off the Coe trustrating € to get there 

scanner, he’s exited the stage, a vei th b 


which means you're also near 
the exit. 
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Use your fists only as a last 
resort in close-range combat. 


Jaguar Game ProFile 


Doom 
(By Atari) 


nor | Hades’ minions have 
invaded the solar 
system through a 
portal and decimated your 
fellow soldiers. You alone 
must save the universe from 
their onslaught. You’re armed 
with only a pistol, but you can 
collect stronger weapons 
throughout the battle. 
Join us as we demonstrate 
the basic strategies for beat- 


ing Doom on the Jaguar. 
We’ve set the game difficulty 
in the middie at Hurt Me Plen- 
ty; if you set it differently, you 
may see fewer or more ene- 
mies. Don’t dilly-dally....your 
Doom awaits. 


Graphics Sound Control FunFactor Challenge 


aaa mw. 


Adjustable 
1 player 
First-person view 
Multiscrolling 








4 ee 


ae mia 





‘Gj REL vet 


ta rk eho aii 


By Manny LaMancha 


Bution 1: Chain Saw Button 3: Shotgun 





The chain saw is another effec- 
tive close-range weapon. With 
it, you can run quickly.and 
Slash enemies. 


Button 2: Pistol 





The.pistol’s not very powerful, 
but it’s all you have at the start 
until you find better weapons. 
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The shotgun has a better 
Spread, so it can take out a 
couple of beasts at a time, but 
there’s a delay between shots. 





The chain gun’s rapid-fire 
capability gives you your first 
taste of power. 
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The rocket launcher is a strong 
weapon, but if you use it too 
Close to a wall or enemy, you'll 
take damage. 


Button 6: 
Plasma Rifle 





The plasma rifle’s rapid fire 
cuts through enemies with its 
electric pulses. 





The BFG 9000 wines up slowly, 
So don't use it if you have to 
fire quickly. However, it takes 
out a wide spread of opponents 
— even when they aren’t in your 
line of fire. 


-” 
7 
= 
al 
= 
= 
a 
- 
. 
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Enter the door to the right of 
the starting point, then climb 
the stairs and get rid of the sol- 
diers. Then head left to find the 
red key (the first one you 
need). It opens the 
door on the first 
floor to the left of the 
Starting point. 


Take the opportunity in the 
Opening level to learn how the 
controls work. Blast a few bar- 
rels as target practice but don’t 
get too close! 








Here’ Sagood place ‘ work on 
Sliding. Line up on the distant 
Imp and shoot. He retaliates by 
throwing fireballs. Instead of 
turning, hold down Button C 
and slide slightly to the right. 
When you slide back to the left, 
you can shoot again without 
re-aiming. 


Enter the red door, then head 
right and flip the switch on the 
pillar in the toxic room. The 
Switch opens a door to the left 
of the red door, which leads to 
a twisty maze with blinking 
lights, lots of bonuses, and 
many. bad guys. Exit straight 
through the red door. 












This discolored spot 
in the wall is obvious- 
ly a secret panel. To 
open it, press Button 
C as you walk along 
the wall. 


Yep, that’s a Chain saw up 
there. Flip the wall switch to 
Dring it into your reach. 
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This level i is tricky because it 
has two exits — each takes you 
to a different level. The first exit 
requires you to get the proper 
keys to unlock the door to the 
right of the starting point. Be 
careful that you don’t fall into 
the toxic fluid across from the 
Start — there’s no way out of it. 






, San 

This room has two walls that 
lower for a short time, then 
shut. You have to reach the 
walls before they shut. You 
first hear the walls opening 
when you walk by this pillar, so 
the trick is to run by the pillar, 
circle the room, then dash 
through the closing walls into < 
secret room. You'll find power- 
ups and other icons inside. 


em 





The.seeret room also hides a 
door in the toxic waste. Cruise 
the toxic river to enter the door. 
Inside, you find a switch that 
creates a bridge back at the 
beginning of the level. This 
bridge leads to.a Secret door 
and another exit that zips you 


more monies Dut if yoltfrip } 


to Level 24. the switch @nd run; you can 
exit throug the hidden path to 
the end of the level, 
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This level is filled with trig- 
gered traps. For example, if 
you ride up the elevator near 


the beginning of the level, there 


doesn’t appear to be any dan- 
ger. However, if you head 
around the perimeter, the door 
to the right of the elevator 
opens, revealing some nasties. 







The same goes for this cou 
yard that you cross next. When 
you get close to a door, all the 
Surrounding doors open to 
unleash an army of Imps. 


ween NT 

Finally, watch for the onslaught 
of beasties when you exit the 
courtyard and turn right at the 
big. bloodstain on the wall. The 
walls in.the next room drop to 
unveil lots of power-ups, but 
you have to cut through the 
mutants first. 


72 


When you enter Level 5, cross 
the toxic waste to the room at 
the far right. Go through the 
wall that raises in the middle 
room to avoid plung- 
ing into a toxic pit. 





rt- 


Head into the nextroom to pick 
up some bonuses. You can also 
destroy some creatures from 
the window vantage point. 


The left path reveals lots of hid- 
den rooms — many filled with 
beasts. Some have timed 
doors, while others are secret 
passages. Check out areas 


~ you've already visited, like this 


new entrance off the toxic pool. 
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This level is a test of endurance 
and of finding the keys. From 
the start, head to the right to 
find the red key — but be ready 
for trouble when you pick it up. 
Look for the red-coded doors 
to the left. 





When you see the blue key, go 
to the right to get the protective 
Suit, then drop into the toxic 
ooze. You have some time, so 
cruise around until you discov- 
er the 100 percent health ball in 
aside room. The blue door is 
off the middle path. You'll find 
the gold key shortly. 
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This Level 6 room, which is close to the exit, has a series of doors 
that open after you beat a group of enemies. You need to have 
nearly full health to get through this gauntlet. 


You'll have a tough time just 
getting out of Level 7’s starting 
area. When you Clear it, head 
left to collect the gold key by 
going up the elevator and 
working your way around the 
tier. You'll find gold doors near 
the elevator and to the right of 
the level’s starting point. The 
doors open into the same area 
from different sides. 















: E 

This pillar lifts you So you Can 
jump off and land in the toxic 
waste, where you'll find lots of 
bonus stuff. One side has a 
radiation suit, 100 percent 
armor, and 100 percent health, 
while the other side has ammo 
and weapons. 


= ¥ 
Get the blue key, which is 
inside the red door near the 
level’s beginning, but beware of 
attacking monsters before you 
open the red door. Pass 
through the off-colored panel 
inside the room to find 100 
percent health outside, then 
enter the blue door. You cant 
open the next door, so head to 
the right to find a switch that 
opens it. 








mutants’ stupidity. At the start, 
you open the door and see a 
bunch of enemies and barrels 
in the distance, like a triangle of 
bowling pins. If you stay a safe 
distance away, a foe is bound 
to spot you, fire, hit a barrel, 
and cause a chain reaction of 
explosions that splashes blood 
all over. Easy, eh? 


goal 4 
ee 
2g 
ar: 
Reng 
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a cal 
Cruise the hallway, gather up 
the supplies, go. up the eleva- 
tor, then take your time moving 
around this*big room. If you 
get too close to the doors, 
they'll open and reveal two 
gnarly Barons from Hell. 
They're hard to beat. 
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After triggering the Barons 
appearance, run quickly to the 
right corner before 
they can follow you. 
Ready your most pow- 
erful weapon, like the 
@ rocket launcher, skim 
fee, the wall, and move to 
the side of the Barons’ 
platform. Back up and 
fire at them when they 
come out. Slide to the 
Side slightly to avoid their 
return fire, then fire and repeat 
the sliding action. When they re 
finished shooting, blast the 
barrels from a safe distance, 
then blast em from the other 
corner. When both Barons are 
gone, the rear walls will drop to 
reveal the exit door. Don't for- 
get to pick up the 100 percent 
health in the Barons’ house. 
You've earned it. 










Pee! ae 
Don’t hang out under this 
doorway near the beginning of 
the level. It saps your strength. 
Head through the door and get 
the blue key before you go 
through the transporter. 


lf you destroy these guys 
below, you won't have a nasty 
Surprise when you make your 
next transportation. A wall 
drops down with nasties on it. 
The Demons’ carcasses are 
what you want to see. 





This rendezvous in Level 9.is your first meeting with Cacodemon, 
so you'd better be good at moving and shooting. Constantly shoot 
him with the chain gun or plasma gun to prevent him from return- 
ing fire. You don’t have much room to work, so keep him as far 
away as you Can. 
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LEVEL 10 


if 
Ht 
it 





This level's challenge is mainly 
intense mazes and a ton of 
murderous Imps. Be enterpris- 
ing in your battle strategy: 
shoot these exploding barrels 
from above to get rid of the 
creatures below with little risk 


to your health. Like Level 10, this one is a twisted labyrinth that forces you to 


work hard to survive. From the get-go, you have to dispatch two 
tough Cacodemons, which can be done from a distance. Just keep 
shooting and dodging. 






If you want some nice bonus- 
es, hit all three switches in this 
room. But first you'll face a 
Slew of attackers. 





Because the maze is so twisty 
at this point, use your map to 
get through. Keep your eyes 
open for all the booty in the 
small intersections. 


If you want to risk it, you can 
get a radiation suit in this sec- 
tion, then find the 100 percent 
health icon that’s down the 
very thin corridor. 

















After getting the gold key, you 
can swing back to the begin- 
ning of the level to open a 
room that ll net you.a chain 
gun. Flip the switch to make La 
the lava and column disappear. : 





Ye ics 
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The map helps you through 
this level. The main challenge 
is getting past the various 
Cacodemons that abound, 
along with the other creatures 
(including a Baron of Hell). 
When you get into the big cir- 
cle near the end, you'll find a 
small room with a skull switch. 
Also, after you transport, you 
may see the exit, but you may 
not be able to reach it. 





Flip the switch, then quickly 
run out and to the left to clear 
the door before it closes. 





Flip the switch opposite the 
transporter in this room to 
bring up the platform so you 


can exit. 








eods ncaa 


This kind of onslaught is what 
you face in some single rooms, 
and it's a real draw on your 
ammo reserves. Don’t run — 
around corners in this level. If 
it. you can spare rockets, toss 
eth em down a hallway or doaifet ‘ 


= 


oor to take out enemies 
ng in wait. 








| J: s ' : 
This hallway near the begin- 
ning of the level is overrun with 
creatures, but the Baron of Hell 
requires the most attention. 
he’s near the back and may 
even take hits from other ene- 
mies or kill some of them. 
Make the creatures work 
against each other by drawing 
shots and ducking around the 
corner — but don’t get trapped. 





LEVEL 16 








“Hie} 
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Things seem pretty 
placid at the beginning 
of Level 16, but after 
you drop into the next 
area, all heck breaks 
loose. You'll hear the 
doors open. Prepare a 
powerful, well-stocked weapon 
(like the plasma gun) because 
the room will soon be crawling 
with all sorts of foes. Move 
Slowly.to trigger the doors to 
Open, take out the two Demons 
in cubbyholes at opposite sides 
of the room, then blast the bar- 
rels in the courtyard to take out 
the other foes. 


AY 
AA ae 
were wer i 









That’s a red key up there, but 
how do you get it? Get rid of 
the pesky Imps, then flip a 
Switch in an adjoining room 
for the answer. 


This area has lots of little 
nooks with floors of toxic fluid. 
The area across from the 
room's entrance is a lava-filled 
room with a transporter, so be 
careful. If you survive the two 
Demons, your reward is 100 
percent armor. 






Keeping a good distance from 
the Imps gives you a chance to 
work on them safely. 
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Once the courtyard is clear, use 
any available rockets to blast 
open the closed doors and 
panels. Listen for telltale cries 
from injured mutants so you 
have an idea how many beasts 
you'll have on your tail when 
the doors open. The fiercest 
challenge you'll face comes 
when a Baron of Hell anda 
Cacodemon chase you. 


i i 





The keys are pivotal in Level 17, but they’re tricky to find and keep 
without getting wasted. You find the first key, the red one, ona 
pedestal. Flip the switch in the next room to lower the pedestal, 
then grab the key. Your action also sends a slew of assailants 
chasing after you, so back into the key and be ready. 
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After opening the red door, you 
get a transporter that takes you 
up toward the blue key. How- 
ever, you also get a Cacode- 
mon guarding it. After he’s 
done for, drop back down, and 
a door opens in the distance, 
bringing another Cacodemon 
and a Demon. 
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After you open the blue door, 
the gold key seems just within 
reach. Not so fast, though — as 
you head toward the key, 
you’re caught in a Crossfire by 
some Imps. Pepper the area 
near the key with rockets to 
take out the Imps, then do 
some rocket work on the 
locked doors in that area to 
avoid further nasty confronta- 
tions with mutants. 








LEVEL 18 





The blue door leads to the exit, 
but first go to the left of the 
door and stand on the platform 
to find some great items, 
including a map of the level. 


Nothing tricky in this level: just 
a lot of nasty creatures. When 
you reach this hole, drop in, flip 
the switch, and the floor will 
rise and fill in. Beware of the 
pair of Demons below ground. 


1 


Watch for the Imp hanging out behind the open window slot in 
this room. Take him out, then head to the right for a power-up. 
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Before you enter the doors to 
the left of the transporter, use 
the transporter. You'll be able 
to waste a pair of Demons and 
avoid some damage when you 
enter the doors. 
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Look at the goodies! Cut 
through the Demons and Imps, 
Snatch up the goodies, then 
head through the left door for 
an up-close battle with a Caco- 
demon. The chain saw’'s a 
good weapon here because the 


enemy has nowhere to turn. 






Turning the last corner puts 
you face to face with a bunch 
of Lost Souls and a Baron of 
Hell. The best tactic is to take 
out the Lost. Souls as you come 
around the corner so you have 
fewer to deal with at close range. 
The farther away the Baron is, 
the better. You'll meet more 
Barons before this one ts done, 
SO be prepared. 
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At the start of the level, take the 
first door on the left to be exact- 
ly where you want to be — if you 
like intense battle. Head straight 
through and don’t give the Imps 
a Chance to surround you. 
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pas 
. Use the map to analyze the pat- 
Pern of the transporters. When 
du first use a transporter, you'll 
off against a ruthless Caco- 
on, but one of the trans- 








_ 


This portal opens the doorway 
on the left, which holds some 
strange secrets. The only way 
to find them Is to walk through 
the doorway, but be ready for a 
demon of a time. Flip the 
Switches outside to get addi- 
tional weapons and other 
bonus items. 
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: 
Head through the door when 
you first start, clear that area, 
then work to the right — yes, 
that means you must cross 
some nasty lava. When you 
reach this room, check both 
the right and left walls for 
Secret rooms that contain 
weaponry and a transporter. 









The transporter brings you 
around this building. Blast 
through the door to extermi- 
nate the Cacodemon on the 

other side. 





Find the gold key and open the 
gold door, then get the blue 
key. Although you may be 
tempted to explore, be alert for 
three Cacodemons right 
around this time. When they’re 
disposed of, run into their 
home to find a 100 percent 
health icon, then bop around to 
the left for the exit. 










a 


SRL A The blue door an the left opens 
Dont open the door behind the _—_ onto a series of lava passages. 





Starting point until you clear They lead to lots of power-ups, 
out some of the creatures in weapons, and bonuses, and 
front of you, or you'll be caught most importantly, protective 

in a crossfire. If you wait too Suits that enable you to survive 
long, they'll find the doorknob longer in the hot liquid. If you 
anyway, so listen for Opening live long enough, you'll find the 
doors to avoid surprises. red key, too. 





Write down where each transporter takes you. Otherwise, you 


may have trouble at this location, which requires you to transport 
from place to place and throw a lot of switches. 





LEVEL 23 


toe 


This battlefield is the most intense you'll find. You start out look- 





ing at some dead Cacodemons; it’s not long before you,find out ood nacaak 
As the map indicates, there’s why they're dead: You're surrounded by a ring of four Barons of In the next room, you face a 
very little in this level. Start in Hell. Keep moving to stay alive and don’t get caught backing intoa baseball team of Cacodemons. 
the center of the flower-shaped = “flower petal.” Above all, avoid their shots as much as you can Although they aren’t as relent- 
room and find a beneficial and return fire. The BFG 9000 is the best weapon here because it less as the Barons, they put up 
weapon or item in each “petal.” _ inflicts immediate and massive damage. a mean fight as a Swarm. 
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2 players Unlimited continues 


Guardian War By Panasonic 


Graphics Sound Control FunFactor Challenge 


33/93 X INT. 





a en 
— 4 worlds 
CD Multiple views 
RPG Multiscrolling 
1 player Battery save 


Mad Dog Il: The Lost Gold 
By American Laser Games 


Graphics Sound Control  FunFactor Challenge 





oon 


Adjustable 
Price not available 6 stages 
cD First-person view 
Shooter Compatible with Game- 
2 players gun (sold separately) 


PaTaank By PF. Magic 


Graphics Sound Control FunFactor Challenge 


20/9 © m. 


Intermediate 





Price not available 3 levels 
CD Behind-the-puck 
Action/puzzler view 


4 players Multiscrolling 


Slayer By SSI 


Graphics Sound Control FunFactor Challenge 


82) 8) 8 a. 


Adjustable 





Price not available 1 player 
CD First-person view 
RPG Saves 


soccer Kid By Studio 3D0 


Graphics Sound Control FunFactor Challenge 





4.0 Adjustable 


Price not available 25 levels 

cD Side view 
Action/adventure Multiscrolling 
1 player 


Graphics Sound Control FunFactor Challenge 


8, BGG) u 


Adjustable 





Price not available 2 players 
CD Side view 
Fighting 











Alien vs. Predator By Atari 


Graphics Sound Control FunFactor Challenge 


® © 3) 8) ur 





Expert 
a 3 game variations 
32 megs First-person view 
Action/adventure Forward scrolling 
1 player Game save 
Doom By Atari 


Graphics Sound Control FunFactor Challenge 


(8) 23) 8 


Adjustable 





$69.99 1 player 
32 megs First-person view 
Action Multiscrolling 





Graphics Sound Control FunFactor Challenge 


eeaem 


Intermediate 


Price not available 1 player 
CD Multiple views 
Action/adventure Battery saves 





Aggressors of Dark Kombat By SNK 


Graphics Sound Control FunFactor Challenge 


COO NT. 


Intermediate 
one 2 moe 
178 megs Side view 
Fighting 
King of Fighters '94 By SNK 


Graphics Sound Control FunFactor Challenge 


© 6 aaw. 





Adjustable 
Price not available 2 players 
195 megs Side view 
Fighting 


SUPER GAME BOY 


Contra: The Alien Wars By Konami 


a Sound Control =) bates 








& WM. 


Price not available 1 = 
1 meg Multiple views 
Action/adventure Passwords 
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Daffy Duck By Sunsoft 


Graphics Sound Control FunFactor Challenge 





39) 9 9, S INT 


ae 
<a 25 levels 
2 megs Side view 
Action/adventure Multiscrolling 
1 player Passwords 
The Pagemaster By Fox Interactive 


Graphics Sound Control FunFactor Challenge 


CCH ENE? NM 


3.5 Intermediate 
$29.98 18 levels 
1 meg Side view 
Action/adventure Multiscrolling 
1 player 


GAME BOY 


The Blues Brothers Jukebox Adventure 
By Titus 


Graphics Sound Control FunFactor Challenge 


ORIENT 








Intermediate 
$27.99 17 levels 
Action/adventure Side view 
1 player Multiscrolling 


BreakThru! By Spectrum HoloByte 


Graphics Sound Control FunFactor Challenge 


OIC TM 


Adjustable 








Price not available 2 players 

1 meg 6 levels 

Puzzle Side view 
Bubsy li By Accolade 


Graphics Sound Control FunFactor Challenge 


INT. 


1.0 — Intermediate 





$24.95 9 levels 

Action/adventure Side view 

1 player Multiscrolling 
Samuari Shodown By Takara 


Graphics Sound Control FunFactor Challenge 


2) Se). 





Adjustable 
$29.99 2 players (with 
4 megs Game Link) 
Fighting Unlimited continues 


Tarzan, Lord of the Jungle By Gametek 


Graphics Sound Control! FunFactor Challenge 


7 GQeom 


Adjustable 








oom 6 levels 

2 megs Side view 
Action/adventure Multiscrolling 
1 player 
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Tiny Toon Adventures: Wacky Sports 
By Konami 


Graphics Sound Control FunFactor Challenge 


eeieie|a 


Adjustable 





Price not available 2 players 

1 meg 6 events 

Fantasy sports Multiple views 
WildSnake By Bullet-Proof Software 


Graphics Sound Control FunFactor Challenge 


ae) 3) 9 0. 


Adjustable 





Price not available 2 players 
1 meg 10 playing fields 
Puzzle Side view 


Graphics Sound Control FunFactor Challenge 


oaae NT. 





Intermediate 
7 Side view 
4 megs Multiscrolling 
Action/adventure Passwords 
1 player Sega rating: GA 


17 levels 


Graphics Sound Control FunFactor Challenge 


3 9 ADJ. 





Adjustable 
$34.99 2 players 
4 megs Limited continues 
Fighting Sega rating: MA-13 


Graphics Sound Control FunFactor Challenge 


ORT 





Adjustable 
$44.99 10 levels 
4 megs Side view 
Action/adventure Multiscrolling 


1 player Sega rating: GA 


Graphics Sound Control FunFactor Challenge 


OG) SDs. 


Beginner 
$44.99 7 stages 
4 megs Side view 
Action/adventure Side scrolling 


2 players Sega rating: GA 


Graphics Sound Control FunFactor Challenge 


EO @) INT. 


Intermediate 
$39.99 5 stages 
4 megs Side view 
Action/adventure Multiscrolling 


1 player Sega rating: GA 





Genesis 
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Super Street Fighter II Turbo .......... 7 
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Star Trek Starfleet Academy 
(Super NES) 


Special Ending as Capt. Kirk 


(f.en«der: Male 






To play the final Kobayashi Maru mission 
with the name “James T. Kirk,” you must 


: TIPS TF YOU THUMBS 'LL-BLISTER play the entire game in one sitting or use 





this pad trick. Play using the default 
name “Darryl Hawkins.” Go to the Pass- 


word screen and enter the level pass- 
Siar Trek Starfleet Academy Star Trek StarfleetAcademy | rd. then press Buttons XV. VA 


(Super NES) (Super NES) B, A, B. Now press Select. To verify 


Change the Characters’ Names Add New Starships to the your name, select Transcript when you're 


Training Simulator in the classroom. When you get to the 
Kobayashi Maru scenario, hail the Klin- 


gons instead of attacking them! 


Combat Training Samurai Shodown Il (Neo*Geo) 


Gender: Female 


3 i a : a * % 
aw - 1) ae Se 
Re WO PON 


ed ee Se yah jp PUSH s' START 





To change the characters’ names to the 
names of Interplay’s play testers, go tothe This code adds additional vessels to the 





New Cadet Registration screen. Press Combat Training and Two-Player Training 

and hold Buttons L, R, and Selectand Modes. At the Training Simulator main 

then press Buttons X, Y, X, Y. To menu, the Ship Select menu, or the Two- 

change them to the names of the char- Player Ship Select menu, press Buttons ‘ 

acters in the original Star Trek series, first A, Y, B, Y. To add blood, go to the Options screen, 
enter the previous code. Next, press place the cursor on Exit, then simultane- 
and hold Buttons L, R, and Select ously press all four buttons. 


again, then press Buttons A, B, A, B. 
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BC-OMECIN(MEXX D-OOYOUOREA-D...TULLY!...MIS THAT YOUX?.))))DO YOU R.EAD-ME...TU-LLY?...I’M(IMIINGONNA ))))FRY 
YOUR @!-?7F Hl.) THIS IZ X. ROCKET.))))SCI-ENCE...GAME.1...LOAD-STAR.IMI MIINDO((()))U READ. )E.MIM.. THIS I() ROCK 





LOADSTAR THE LEGEND OF TULLY BODINE™ AVAILABLE ON SEGA-CD AND PC CD-ROM. THIS IS ROCKET SCIENCE. 
MAKE CONTACT CALL 1-800-98-ROCKET EXT 97 OR GO ONLINE www.rocketsci.com TO ORDER YOUR GAME OR DEMO VIDEO 
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| Te LIZA FLAME ON! THE HUMAN TORCH™ SPIDEY GETS THE 
CLEANING UP THE SEWER. HEATS UP THE BEETLE™! “JUMP KICK" ON VENOM™ 














x aL 
MYSTERIO™ SPIDERSLAYER™ 





BEETLE™ 


SUPERNINTENDO =o GenNesisn 


ENTERTAINMENT SYSTEM 





VULTURE™ RHINO™ 


ge aaa ge TS 
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